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a 0OtédSGS ying adventure 
CU a techno-fantastic age 


Earth: 1500 years in the future — 
or is it Earth 1500 years in the past? 


PUES Rae COMO Tot Re) Com Oa aT Sod tele ODN 
tremble at the stories of the strange lifeforms which lurk 
in the shadowy wilderness that encircles you. For a 
generous offering, the priest-adept will “resurrect” your 
ee CRD eM mel (a Molec U EOC M cna CcB Cm Celts 
basic needs, while you trade for “seeds,” seeking to fulfil 
not only your material needs, but your wants, too. If you 
can just buy, beg, or borrow the right “nanneez” and the 
right raw materials, then you can finally grow the devices 
you'll need to help you on your quest for the ultimate 
ee ME Me ATE CES cetera le aoe@N rly iodsy 
Intelligent Interface)! 


Shaping the decayed future with nanotechnology 
(molecular-level machinery), machine intelligence, and 
genetic engineering, A.I. puts you on an alien, future 
Earth with unlimited adventure possibilities. Remnants 
of ultra-high technology make the miraculous become 


A.I.'s new “fuzzy logic” and Pens 


object-oriented approach eliminates 
the mounds of rules and lets you 
Start playing right away. 


Digest Group 


The basic game includes: 200 XY 


pages of background and rules and a 
fold-out world map of the Alien 
Earth with area maps of the major 
citadels. $25. 


A.I. Not technology and 
magic — but technology AS magic! 
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515 Willow Ave.. Woodburn. OR 97071 
Voice or FAX: (503) 981-4752 









i 


The latest in the line of calisaian; abeoke tor the HERO< ee tae 
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Hero, this book is all you needita‘startacampaign set / , 
in the grim, high-tech future. included: withirvare. all / 
the rules, guidelines and information to Nid in the. 
cyber genre using the HERO System. etek hn Foam mae 
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THIS HUGE SUPPLEMENT CONTAINS: 

Vv package deals; equipment; cybergear; special. 
combat rules, and-source: material to Playin the 
gritty-streets..of.the dark: future... 4 

wns Some of the modt baniérohenen, rules governs: 
ing thecyberspace netand travel, through it~ por- 
trayed completely as only the HERO System cant 

¥ Information and suggestions for adventures and 
a campaign in Cyber. Hero: 

v Numerous NPCs of every type. 

Vv Guidelines for handling the’ power of a cyber 
campaign: heroic to.superpowered, 

Vv The use and abuse’‘of cyberrietics, 
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1-102 Greater and Lesser Mummies ...5.50 1-103 Demi-Human Vampires...4.25 11-104. Vampyves...4.25 





1-105 Village Mob wo. 8.50 Ree H-106 Village Personalities .....5.50 


To place an order call toll free, Don. through Sti. 
$:30 to 5:00 EST, | (800) 543-0272 or send 
$3.00 for our complete photo catalog to : 
RAL PARTHA ENTERPRISES , Ine. 
5938 Carthage Court, Cincinnati, O 
45212 Phone (S13) 631-7335 or Fax (S13) 631-0028 
Visa, Mastercard, and Discover are accepted. 


Ral Partha miniatures ave also available from... 
Cnited Kingdom: MIDISIGS- 1/5 Graham Road, 
Southampton, England, $O2 OAX 
Canada: RAFA)- 20 Park Hill Road East, 
Cambridge, Ontario, Canada, RIRIP2 
Stance: JEAUX DESCARTES- | Rue Du Colonel, 
Pierre Avia, Paris Cedex 15, 75503 Seance 
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Adv snced DungeonseDragors, and Ravenloft ave wademarks of TSR. Ine. And ave used by Ral Pavtha under exclusive license. ©1992 TSK. lnc. All rights reserved 
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(OPERATION. 


TWILIGHT: 2000™ GDW: 2016—$7.00 


OPERATION 
CROUCHING DRAGON™ 


| thought | was through with surprises. 
We've been sent to a lot of strange places, 
and done some pretty mysterious stuff, It’s 
not unusal for us to be hired by people we 
never see. And it’s par for the course to be 
sent places we've never been before. But 
I've never been sent on a mission to an 
island that doesn’t have the decency to 
exist. | was under the impression that an 
island had to be above water... 

In the South China Sea lie a group of 
very tiny islands, some of which are under 
water at high tide. The British call them the 
Spratlys and marked them on charts only 
because they were a hazard to navigation. 
They were never of much use to anyone 
until oil was discovered underneath them. 

In A.D. 2000, five nations claim the 
islands, five nations have assigned them 
names, five nations have sent survey 
parties and military units to secure their 
claims, five nations have made arrange- 
ments with oil companies for their 
exploitation. 

The team is hired by one oil giant to spy 
out what the competition is up to. Easy as 
pie, right? In the middle of their mission, 
however, they make a discovery that is 
infinitely more important to their long-term 
survival...they discover what their patron 
is up to. 

Operation Crouching Dragon takes 
the players to a minute island in the middle 
of the South China Sea, where forces from 
five nations claim the region's oil reserves. 
It's a situation so tense, the slightest spark 
could touch off a war, and the team is 
dropped right in the middle. 


MEGATRAVELLER™ GDW:0223—$7.00 


ARRIVAL VENGEANCE™ 
The Final Odessy 


The ship: /SS Arrival Vengeance: a 
60,000-ton Azhanti High Lightning-class 
cruiser. 

The course: Cross the Great Rift to 
Daibei, run trailward to Delphi, then 
coreward to Core and Gushemege. 
Contact Craig, Margaret, Lucan, and 
Strephon. 

The mission: Penetrate the war-torn 
shattered Imperium in search of some 
hope of a re-unified Imperium. 

Join the crew of Arrival Vengeance a 
negotiate with Aslan nobles, witness # 
slave trade in the depths of Massilia, mi 
with the Hand of Varian, and have a show: 
down with Lucan’s forces. You wil 
meet with Duke Craig, Duchess M 
and learn the truth about Strephon/ 

The mission is ambitious, but/ surely it 
must succeed. The Imperium cant really 
be dead, ean it? Can the dream Teally be 
over? 

This 32-page, 6 full-color panel folio 
adventure includes: 

°Six full-color deckplans for Arrival 
Vengeance ‘and, other / Lightning-class 
cruisers. 

*Map of Arival Vengeance's final 
odyssey through the shattered Imperium. 

*UCP stats for the 60,000-ton Arrival 


Vengeance. 
*UPP stats for Norris and Seldrian 
Aledon, Duke Craig, Margaret, and 
Strephon. 
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NIGHTSIDER™ 


> logical explanation for 
g...but it isn’t always the truth. 
| Island has long been a popular 


fy base at its northern end has made 
land even more attractive, adding a 

of security in a dark and sometimes 
leadly world. But now all contact with the 


/ island has been suddenly and mysteriously 


ut off, and it is under military quarantine. 

No one is allowed to cross the cordon; 
they're turned back for “security reasons,” 
to protect “a wonderful scientific break- 
through.” 

Meanwhile, on the coast, people are 
disappearing in the woods. But locals insist 
that there’s no reason to be alarmed. 
People do get lost in the wilderness, and 
rural regions have even been known to 
attract wandering axe murderers on 
occasion. No need to propose some great 
“conspiracy” theory to explain a few 
missing persons, or even several grisly 
deaths. 

It's a little harder to explain whole cars 
disappearing—with everyone inside—as 
they travel down a busy highway. But it 
isn't impossible. Perhaps these people 
don’t want to be found. 

Or maybe there really is something dark 
and sinister going on. Some otherworldly 
evil that ties these events all together. If 
there is, you had better discover what it is 
and defeat it...before you join the ranks of 
its prey. 


@@ 
oH 
Dear Santa, 
Everything I want is right here! 


Please make sure that you order it 
from my friends at Wargames West 
cause they’ll get the dwarves on it 
right away! My love to Mrs. Claus! 
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FAS7108 Rigger Black Book . . 
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FAS8614 Tech Readout: 3050 
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FLY 6004 Nuclear Proliferation . 
GAM4-01 Guderian’s Blitzkrieg 
GDWS5000 Mythus RPG 
GDWS5002 Mythus Magick 
GMT9201 SPQR 
GRD904 Winter War . . . 
GRNSOO0 Fantasy Warriors . . . 
HERSOS Cyberhero 
ICE1000 Rolemaster 
ICE1520 Spell Users’ Comp. . . 
LEA20200 Aliens RPG 
LEA20300 Alien Warriors Mini 
MAY460 Cosmic Encounters . . $35.00 
MAY464 More Cosmic Encountrs $35.00 
MB4423 Axis & Allies 
ODSIOIA Battlelords RPG, 2 Ed $21.95 
PAL411 Weapons and Annor . . $19.95 
PALS500 Heroes Unlimited . . . $19.95 
PALSOI Villains Unlimited . . . $19.95 


$15.00 
$15.00 
$25.00 


$15.00 


$19.95 
$39.00 
. $26.00 


$39.95 
. $34.95 
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PALSS0 Robotech RPG 

PALS577 Robotech Invid Video #8 $39.95 
PAL800 Rifts RPG 

PAL801 Rifts Sourcebook. . . . $11.95 
PAL802 Rifts Vampires 

PAL803 Rifts Conversion Book . $19.95 
PAL804 Rifts: Atlantis 

PHAO100 Amber RPG 

QNTO005 Tactica Medieval 
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e Orders: 
e Fax: 


e Foreign Fax 
° Local/APO: 


1 TSR2129 Monstrous Al Qadim . 


RALO1-503 Great Dragon-Gencon$49.95 § 


RAL10-500 Red Dragon of Krynn $17.95 
RAL10-502 Dragonlance Heroes $12.95 
RAL10-503 Huma’s Silver Dragn $17.95 
RAL10-504 Villains of Krynn. . $14.95 
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. $20.00 
- $29.95 
$19.95 
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$27.50 
$9.95 
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$JG6022 GURPS Basic 
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- $29.95 
- $29.95 
- $19.95 
- $19.95 
- $17.95 
- $14.95 
; $9.95 
- $34.00 
. $40.00 


TFGS604 SFB Mod J: Fighters . 


TOMO791 Prelude to Disaster . 
TOMO0991 Chancellorsville. . . 
TSR1031 Forgotten Realms Box . $15.00 
TSR1053 Ravenloft Box Set . . . $18.00 
TSR1060 Ruins of Undrmountn . 
TSR1070 D&D Basic 


$15.00 - $19.99 
$20.00 - $34.99 
$35.00 - $49.99 
$50.00 - $64.99 
$65.00 - $84.99 


$125.00 - $149.99 -- FREE SHIPPING! - - 


$150.00 + 


. $44.95 Fi 


1-800-SAY-GAME 


1-800-SOS-GAME 
1-505-260-0752 
1-505-265-6100 


TSR1074 Tales o/t Lance... . 
TSR2019 Dungeoncer's Surv Gd . 
TSR2020 Wilderness Surv Gd . . 
TSR2100 DM's Guide, 2nd Ed . 
TSR2101 Player's Handbook . . 
TSR2102 Monstrous Comp V 1 
TSR2103 Monstrous Comp V 2 i 
TSR2405 Monstrous -Dark Sun $12.95 
$10.95 
TSR2132 Monstrous Comp-Fiends$10.95 
TSR2110 Fighter Manual. . . . $15.00 
TSR2111 Thief Manual 
TSR2113 Priest Manual. . : 
TSR2115 Wizard Manual... . 
TSR2117 Complete Psionics . . 
TSR2121 Tome of Magic... . 
TSR2123 Ams & Equipment Gd 
TSR2124 Dwarves Manual . . . 
TSR2126 Arabian Adventures . 


$15.00 


$15.00 


$18.00 
$15.00 
TSR2128 Monster Mythology . $15.00 
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$15.00 Bs 


PO Box 9496 
Albuquerque, NM 
87119-9496 


$15.00 Fi 
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TSR2131 Complete Elves. . . . $13.49 
TSR2400 Dark Sun $20.00 
TSR2401 Freedom (onsale!) . . . $9.95 
TSR2404 Slave Tribes $10.95 
TSR2408 Dragon Kings Hardbk $20.00 
TSR7514 Gamma World RPG . $20.00 


a TSR8893 Women/Fantasy Calendar$9.95 


TSR8893-1 Dragonlance Calendar $9.95 
TSR9293 Magic Encyclopedial . $9.95 
TSR9323 Charlemagne’ sPaladins $15.00 
TSR9326 Drow o/t Underdark . $15.00 
TSR9345 Van Richten's Vampires$10.95 
TSR9346 Pirates/Fallen Stars . . $15.00 
TSR9355 VR's Guide to Ghosts $10.95 
TSR9356 CRI: Wiz Spell Cards $18.95 
TSR9358 Aurora's Whole Realms $7.95 
TSR9362 Priest's Spell Cards. . $18.95 
TSR9379 Volo’s Gd to Waterdeep $17.95 
WEG20501 TORG RPG-On Sale! $19.95 
WEG40055 Star Wars RPG, 2 Ed $24.95 
WEG40056 Heir to the Empire . $20.00 
WHI2000 Vampire RPG .... $19.95 
WHI3000 Werewolf RPG... . $19.95 
WHI203 Ars MagicaRPG ... $24.95 


2) WHI2204 Players Gde (Vampire) $15.00 
=| WHI2222 Storyteller’s Handbk . $18.00 


$12.50 
$14.50 
$15.50 
$10.00 

$9.00 


FREE SHIPPING!- - FREE !! 


Please add 50% 

of sales total for 

sea shipping or 75% 
for air shipping or fax 
us for exact amounts. 
We will refund the 
difference . 


FREE !! 


COD orders: add $6.00 to shipping charge (not available to Foreign, APO or FPO). 

New Mexico residents: add 5.875% of merchandise cost for gross receipts tax. 

UPS Blue label air (to 48 states) takes two working days. Orders to Alaska (Anchorage, 
Fairbanks and Juneau areas only), Hawaii and Puerto Rico are automatically sent blue 

label air. APO/FPO orders go Priority Air and take 5 to 10 days. All other US orders go 

UPS ground. Call for Next-Day Air rates. Orders over $300.00: Deduct 10% for bulk discount! 
Orders over $600: deduct 15% for bulk discount! Prices subject to change after 12/31/92. 
Minimum order: $15.00 in merchandise. COD orders must be paid with cash or money order. 








SeRnERANG 


Everyone who’s anyone in the merc business has heard of Martin Glain. Glainis the 
type who seems to have been born a spy, and he spent the first 20 years of his career 
in the field. Since then, he has spent 15 years as one of the chief coordinators of CIA 
operations in southeast Europe. 

Glain has heard of the PCs by contact or reputation, and he has them in mind fora 
mission. He sends them a priority message and first-class airline tickets to Zurich, 
Switzerland. 

When they arrive, Glain picks them up at the airport. He explains his situation: 

Glain’s protégé, Devon Masterson, was betrayed and captured by a rouge CIA 
agent. Franz Kohl, the rouge, has set up a temporary base in the Swiss village of 
Freundorf, about 30 kilometers southwest of Zurich. Glain needs the PCs to get to 
Freundorf, eliminate Kohl, and rescue Masterson. Upon Masterson’s rescue, they are 
to return to Zurich and meet Glain. 

He offers the PCs $40,000 each and passage out of Switzerland for successful 
completion of the task. 


APPROACH 
The PCs should be as subtle as possible. Switzerland has a death penalty for 


murderers, so it is imperative they don’t get caught. If the PCs do make excessive 
noise, the police will show up in short order. 


BY JOHN T. SWANN 
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MAP DESCRIPTIONS 
Freundorf: Use the Flesh Ped- 
dlers map in Twilight Encounters 
for Freundorf (reproduced here for 
your convenience). None ofthe build- 
ings are demolished. Kohlis holding 
Masterson in the northernmost “G” 
building. 
Building: For the building, use the 
mansion map on page 76 of Merc: 
2000. Masterson is in Room C. 


NPCs 
Devon Masterson: Although he 
is a top field agent, Masterson has 
been starved and beaten. He is inno 
condition to help the PCs with the 
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rescue. He can only trot, not run, 
and even then only for short periods 
of time. 

Franz Kohl: Kohl is a Swiss man 
who worked for the CIA until he 
joined with a European terrorist 
group. He captured Masterson and 
is holding him until he can turn him 
over to his terrorist cohorts. Kohlis a 
Veteran NPC. He has a full comple- 
ment of espionage-related skills. He 
carries a knife and an M92S with 
three extra clips, and wears a Kevlar 
vest. 

Agents: Kohlis helped by acadre 
of six European terrorist agents. 
These terrorists are more than will- 
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ing to die if it will mean that Kohl 
escapes with Masterson. The agents 
are Experienced NPCs. They are 
equipped with PM Makarovs with 
two extra clips. Two of them also 
have Uzi SMGs. 


AFTERMATH 

Glain will pay the PCs as prom- 
ised. He will then provide them fake 
passports to allow them to get out of 
Switzerland. If the PCs are wanted 
by police, Glain will get them out 
even quicker than normal using his 
underground transport. Both Glain 
and Masterson, when he recovers, 
can be powerful allies. Q 


Mere: 2000 


Twilight: 2000/Merc: 2000 Referee’s Screen 


Errata & Clarifications 


28 October 1992 





The following are items that should supersede the corresponding sections in GDW’s Twilight: 2000/Merc: 2000 
Referee’s Screen. The charts section is presented so that you can cut out and paste down the corrected charts over the 


incorrect ones. 


Corrections: Delete the paragraph headed “Additional 
Note Concerning NPCs.” 

The HS Derringer’s recoil values are unchanged; delete its 
line from page 6. 

Unskilled tests are clarified on the replacement charts 
below. 

Under the paragraph headed “Radio Detonation of Explo- 
sives,” replace the sentence “The task is Average: (Combat 
Engineering/Electronics) given proper equipment, Difficult 
(Combat Engineering/Electronics) given improvised equip- 
ment” with “The task is Difficult: (Combat Engineering+Elec- 
tronics)+2 given proper equipment, Formidable: (Combat 
Engineering+Electronics) given improvised equipment.” 

Inthe next paragraph, replace the sentence “Improvising a 
radio detonation receiver or transmitter from a normal radio is 
an Average: (Combat Engineering/Electronics) task” with the 
sentence “Improvising a radio detonation receiver ortransmit- 
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ter from a normal radio is a Difficult: (Combat En- 
gineering+Electronics)+2 task.” 

Under the bold, in-text heading “Radio-Detonation Re- 
ceiver Unit,” replace the phrase “(Average: Electronics)” with 
the phrase “(Difficult: Electronics).” 

D20 Clarification: To convert old task difficulty levels to 
new ones, examine the old modification of the Skill Level and 
apply the same modification to the new system. For example, 
placing an explosive charge under the old system was an 
Easy task (roll versus 2xCombat Engineering skill). Underthe 
D20 system, a 2x roll is an Average difficulty level, therefore 
placing a demolitions charge under the D20 system is an 
Average task. 

Please note that combat-related tasks are a special case, 
and are discussed in the paragraph with the bold, in-text 
heading “Common Task Levels,” which is under the “D20 
System: Task Difficulty Levels” major heading. 


The two charts below were designed to be cut out and pasted over the relevant page 5 charts. 


Cut Here 


D20 SYSTEM: 


Roll (1D20) 

< 4 x (Skill + Attribute) 
< 2 x (Skill + Attribute) 
< Skill + Attribute 

< 1/2* (Skill + Attribute) 
< 1/4* (Skill + Attribute) 


* Round fractions down. 


| 

| 

l Level 

l Easy 
Average 

| Difficult 

| Formidable 

| Impossible 

| 

| 

| 

| 

| 


Auto Success/Auto Failure: A1D20 roll of 1 always succeeds, and a roll of 20 always fails, regardless of skill level 
(except in fire combat, where 17-20 always fails). 

Outstanding Success/Outstanding Failure: A 1D20 roll of 10 points or more below the target number results in an 
Outstanding Success. A 1D20 roll of 10 points or more above the target number results is an Outstanding Failure. 


Effects of these are decided by the referee. 


TASK DIFFICULTY LEVELS 


Unskilled Defaults: Characters may attempt tasks for which they 
lack relevant skill, at one difficulty level higher, rolling against the 
Controlling Attribute alone. Unskilled attempts at Impossible tasks are 
rolled against one-eighth the Controlling Attribute of the missing skill 
(round fractions down). Referees should feel free to allow automatic 
success (no die roll required) for everyday tasks in which acharacter has 
any relevant skill. There is no such thing as automatic success in a task 
for which a PC has no relevant skill. 


Paste the following table over the relevant chart under the “D20 System: Common Task Summary” section on page 5. 


Demolitions: 

Task Type 

Set Charge 

Set Radio Charge 
Improvise Radio Detonator 


Task Difficulty 
Average 
Difficult 
Difficult” 


(Combat Engineering+Electronics)+2 
(Combat Engineering+Electronics)+2 


Cut Here 


Skill 
Combat Engineering 


Effect 


Charge Readied 
Charge Readied 
Detonator Improvised 


“Becomes Formidable without electronics tool set. 


AN that 


By Andrew Borelli 

During the Germancounterattack into 
Poland in 1997, the retreating 132nd 
Armored Task Force abandoned the 
town of Kartuzy. It left behind roughly 
$750,000 in gold, plundered from the 
surrounding area and from a German 
tank division it had recently defeated. 
The gold was hidden under the town 
and, despite occupation by the Ger- 
mans, Poles andthenAmericans, it was 
never discovered. 

The Soviet tank unit that left the gold 
behind in 1997 is now abattered cavalry 
unit in 2000—and it wants the gold 
back. During recent antimarauder du- 
ties, the original CO was killed, but 
before he died, he revealed the story of 
the gold to a young officer. That officer 
has decided an attack on Kartuzy would 
serve a double purpose—the 132nd’s 
sagging morale would be temporarily 
improved by defeating the Americans, 
and once the gold was found, every 
man in the unit would be rich, certainly 
making the morale problem moot. 

The 41st has been encamped here 
since Thanksgiving of 1999, anditfeels 
reasonably secure. But the attack comes 
at night during a storm, when the PCs 
are in Kartuzy. 


They’ve been shelling us with mortar 
fire for two days now. | don’t know why 
mortar fire still rattles me. After four 
years, you’d think I'd get used to it. 

We’re the remnants of the 41st Light 
Mechanized Infantry, all packed intoa 
small town near Gdansk. That’s all 
this “base” really is—a small farming 
town we “acquired.” Rumor is it’s 
named after Captain Sutherling’s fa- 
vorite actor, but | don’t care. Between 
the nonstop rain and the sudden inter- 
est Ivan’s taken in this town, alll can 
think about lately is going home. 


& 
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Firebase Nicholson, 
Poland, Fall 2000 
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The PCs are members of the 41st 
Light Mechanized Infantry, either by con- 
scription or enlistment. The Soviets have 
been lightly shelling the town with mor- 
tars for two days. Now, on day three, 
they plan to attack. It has been also 
been raining for the past four days. 

In addition to the 41st, the town is 
populated by 250 civilians, mostly farm- 
ers and their families. 


SURPRISE ATTACK 

The first wave of the attack comes 
when at least two of the PCs are on 
guard duty. In addition to the PCs, 10 
other guards patrolthe perimeter. Seven 
Veteran NPCs are armed with M16 rifles, 
and three Elite NPCs are armed with 
belt-fed M249 SAWs. 

The shelling suddenly gets heavier at 
1 a.m. Five minutes later, the guards 
encounter two patrols of 10 Soviet troops 
each, armed with AK-74 rifles and gre- 
nades. The troops are Veteran NPCs. 

Two minutes into the battle, the alarm 
sounds, and the 41st begins to as- 
semble, which takes five to seven min- 
utes. There are 1385 men armed with 
rifles, grenades and fighting knives. 

The second wave of the attack hits 
two minutes after the alarm is sounded. 
The town is attacked by 150 Soviet 
troops, 90 of whom are on horseback. 
The Soviets attack all at the same time, 
but are broken up into groups of 10. 
They are supported by two BMP-2s 
eachcontaining 20 rounds forthe 30mm 
cannon and 200 rounds for the PK MGs. 
The AT-5s have not functioned in overa 
year. 

One group of Soviets is a sapper 
platoon. It will take this group five min- 
utes to destroy the eastern wall. Until 
the wall goes down, the platoons must 
send men over one at a time, covering 
them by firing over the wall. 

Combat will be affected by night and 
rain as per the normal rules. Naturally, 
mass combat is hard torun in an adven- 
ture. Let the PCs get in afew good licks, 
but in the end, the 41st is destined to be 
defeated. The unit CO, Captain Suth- 
erling, will order a retreat when the 
battle begins to go bad. The 41st will 
then escape to the south, via the main 
road. Inthe motor pool are three five-ton 
cargo trucks the unit can use to escape. 
There is also an LAV-75 which doesn’t 
have any fuel, an LWB Land Rover with 
no tires and one operable “throw to- 





gether” M94 five-ton gun truck (M901 
version, as seenin Challenge 55). Even 
if no one thinks to use the trucks, Suth- 
erling will order the last men out to 
destroy the motor pool, to deny the 
building and equipment left behind in it 
to the Soviets. 


RETREAT 

The remnants of the 41st will scatter 
into the woods about a mile from Kartuzy 
and remain there the rest of the night 
(roughly 75 men survived). Sutherling 
will order the men to encamp and ask 
some of the PCs with medical back- 
ground to assist the wounded. He may 
also ask some of the outdoors experts 
(trackers, etc.) to help set up a tempo- 
rary camp. At this time, the PCs will 
probably want to lick their wounds and 
work out what to do next. The survivors 
are pretty tattered and beaten. They are 
low on ammo to boot. 

The Soviets, meanwhile, have 
marched back into Kartuzy and are 
scouring the town for the gold. They’re 
also throwing one hell of acelebration at 
the same time. The sounds coming 
from the town are rowdy, drunken, and 
wild. The 41stcansmellsomething roast- 
ing as well. The civilians who live here 
are staying indoors. 

At2200 hours that same evening, the 
Soviets send a patrol out to make sure 
the 41st is long gone. The encamped 
4ist will be attacked by 30 Veteran 
troops (who don’t realize they’re out- 
numbered) at 2220. The patrol is well 
armed and fed, but slightly drunk. Un- 
less the dice rolls are incredibly unlucky, 
the angered men of the 41st will mop 
this bunch up pretty quickly. At the 
referee’s discretion, patrol members who 
survive may tell the story of the gold. 


BURIED TREASURE 

Ironically, the gold is hidden under 
the ruins of the motor pool. It’s packed 
into five large chests which were placed 
in an empty aviation fuel tank under the 
building. Some “renovations” done by 
the Germans when they occupied 
Kartuzy cut the tank off from surface 
access, butthe explosion and fire caused 
when the motor pool was destroyed has 
blown open the sheets of metal that 
were blocking the tank hatch in the floor. 
It would require a Difficult: Observation 
roll to find the opening and an Average: 
Intelligence roll to identify it. 
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agency Trasilon, the player characters 
learn that more than afew groups within 
Antarean space are taking advantage 
of this resurgence of xenophobia for 
their own self-serving ends. 


REFEREE CONSIDERATIONS 

This scenario takes place on Ansenz 
(Antares 2425B547BB-D), a world just 
within the safe area of the League of 
Antares. Ansenz is the capital of the 
League of Antares semi-autonomous 
region, which today is known unoffi- 
cially as the “Federation of Antares” 
since the name League of Antares is 
also used to indicate all worlds under 
the rule of Brzk. Roughly 5% of Ansenz’s 
40 billion inhabitants are Ovaghoun 
Vargr. 


OLD HATREDS DIE HARD 

The PCs begin when they are called 
into a local Trasilon agency safe house 
to be debriefed. Their superior, Captain 
Matlin Gies, willinform them that Trasilon 
has learned, through its contacts at the 
Ministry of Sophont Affairs, that racial 
violence against Vargr within league 
space is on the rise. Numerous inci- 
dents have been reported on many 
worlds within the last six months. Orga- 
nized hate groups have sprung up 
throughout the sector. 

The minister of sophont affairs cites 
the recession of the Imperial economy 
as a major factor behind these inci- 
dents. The severing of all ties with the 
Imperium and the alliances with Vargr 
corsairs are unpopular with some citi- 
zens. Finally, Brzk’s renunciation of the 
archducal title and the adoption of the 
Julian-style title of regent is seen as final 
“proof” of where Brzk’s true loyalties lie. 

The high-population world of Ansenz 
seems to have the largest and most well 
organized hate groups. A number of 
prominent Vargr business people have 
been harassed. An attempt has even 
been made on the life of one. Trasilon 
wants the PCs to go to Ansenz and look 
into these incidents carefully. Perhaps 
they might learn something which 
Trasilon and other law enforcement 
bureaus can use to shut them down and 
prevent their stirring up more racial un- 
rest. 


ANSENZ 

Ansenz is a pleasant world with a 
warm sun and a breathable atmosphere 
tainted by pollutants from the world’s 
industries. Thus, a filter mask must be 
worn when outside. The world’s largest 
arcology, Balaanishad, has over 8 bil- 
lion inhabitants, and its starport is the 
main one on Ansenz. The PCs will begin 
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their investigation in Balaanishad. 
Trasilon has supplied the PCs with a list 
of names and addresses of the Vargr 
business people harassed by the hate 
groups. In addition, the PCs have a 
dossier on the corporations they repre- 
sent and the types of business they do. 
Maybe this information could give the 
PCs an edge in understanding the par- 
ticular motivations behind singling out 
of these Vargr instead of others. 


VARGR BUSINESSES 

In all, five prominent Vargr business 
executives have been harassed. One of 
these has even been physically at- 
tacked. The Vargr and their businesses 
are: 

eAekhoeghour, who works for Kedu- 
zak Trading, a firm active in shipping to 
worlds controlled by the Antares Pact 
corsair bands. 

eDhoulukhsue, who operates the lo- 
cal branch office of the Julian Menderes 
Corporation. Menderes is known to be 
very active within the Vargr Extents and 
is now welcome within league space by 
Regent Brzk. 

eGhaghzoe Thaerrgh, who runs 
Gvaekakuz Lines, a star travel corpora- 
tion dedicated to settling more Vargr 
from the Vargr Extents in league space. 

*Ksaenaekhthadh, an executive at 
Khaeloellsaeth (Red Sun Trading” in 
an Ovaghoun Vargr dialect), the largest 
interface corporation between the 
League of Antares and the Julian Pro- 
tectorate. 

eRroursaets, who owns and runs a 
small computer software company. This 
company, Crim-sun Designs, special- 
izes in personal accounting and other 
home-use software programs. 

The first four business people listed 
are the ones the hate groups merely 
harassed. Rroursaets is the one they 
physically attacked and tried to murder. 
Luckily, he was able to defend himself 
and escaped from his attacker un- 
scathed. 


FOLLOWING LEADS 

Naturally, the PCs may wish to follow 
up on these incidents. The first four 
Vargr are all highly placed with their 
respective corporations, and it may take 
some time before they are readily avail- 
able for questioning, even by agents of 
Trasilon. When they are available, they 
will explain that they were simply ha- 
rassed. They received threatening 
vidphone calls, found racist graffiti on 
their vehicles and the like. Never were 
they physically attacked, nor did they 
feel as if their lives were really in danger. 
As high-level executives, this sort of 


harassment comes with the territory. If it 
is not human racists, then it is environ- 
mentalists or consumer advocacy 
groups. Everyone has some complaint 
against big business, and each finds a 
different way of venting his anger. 

In general, these Vargr are very non- 
chalant about the incidents. They un- 
derstandably dislike the inconveniences 
caused by them, but they are not espe- 
cially worried about them either. Fringe 
organizations and crackpots are acom- 
mon occurrence in Antares sector, and 
the Rebellion and resultant Hard Times 
have only exacerbated the problem. 
Given time, these hate groups will die 
out like so many others before them. 
The league government should not be 
concerned. 


RROURSAETS 

The PCs may also want to visit 
Rroursaets. This middle-aged Vargr lives 
not far from his place of business in the 
not-very-fashionable Vargr quarter of 
Balaanishad. The Vargr quarter is basi- 
cally aghetto where lower-income Vargr 
live together in theirown neighborhoods. 
(The other Vargr business people the 
PCs met lived in posh areas as befitted 
someone of their standing.) 

Rroursaets is initially reluctant to 
speak with the PCs. He fears the hate 
groups and worries that he might incur 
further reprisals if he talks with authori- 
ties. He has never sought a police in- 
vestigation of the incident, and he sees 
no reason to change that now. He would 
prefer that the PCs leave him alone and 
not ask any questions. 

If the PCs are persistent, however, or 
let him know that they work for Trasilon, 
he will talk with them for a while. 
Rroursaets looks tired and battle- 
scarred; he has several scars on vari- 
ous parts of his body. He explains that 
he received these while serving a stint in 
the Imperial Marines fighting against 
corsairs and pirates. He later settled on 
Ansenz after travelling for a few years 
and decided to open a small business. 
Computer programming had always 
been a hobby of his, and he thought it 
wise to put his interest to good use. 

Rroursaets does not understand why 
he was attacked a few weeks ago in an 
alley by agun-wielding human. His com- 
pany is small and does no business with 
either the Vargr Extents or the Julians. 
He keeps to himself and does not get 
involved in politics. All in all, he just 
wishes to be left alone in his retirement 
and run his business in peace. 

Rroursaets explains that he defeated 
the gunman with the brawling skill he 
acquired in the marines. The gunman 
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dropped his weapon, a body pistol, and 
fled. Rroursaets left the weapon in the 
alley. The only thing he did recover from 
the fight was a pamphlet which the 
attacker dropped during the brawl. 
Rroursaets still has this pamphlet and 
shows it to the PCs. 

The pamphlet is from Superioriti, one 
of the largest hate groups. Superioriti 
has chapters on many league worlds 
and even fields political candidates on 
several. The pamphlet announces an 
upcoming rally to be held near the Julian 
war memorial. The high point of the rally 
is to be a speech by Leonhard Deirdin, 
founder of Superioriti and a descendant 
of Glazdon Deirdin, the archduke of 
Antares whom Brzk’s ancestor replaced 
after the civil war. Deirdin is well known 
as a paranoid racist who questions 
Regent Brzk’s legitimacy to rule the 
predominantly human League of An- 
tares. Deirdin also advocates reunifica- 
tion with Lucan’s Imperium. 

Rroursaets never showed this pam- 
phlet to the police because he did not 
want trouble. He thinks that maybe his 
judgment was incorrect. He just wants 
to be left alone, and if, by revealing this 
information, he can achieve that goal, 
hewouldbe happy. Thatis all Rroursaets 
knows, and he refuses to answer any 
more questions. He advises the PCs to 
do what they must, but to leave him out 
of their investigations. 

Should the PCs return to Rroursaets’ 
home after their initial meeting, they will 
find that he is not there. Neither is he at 
his workplace. No one knows where he 
may have gone, although they do say 
that he is given to disappearing unex- 
pectedly for short periods of time. His 
actions are nothing unusual. 


AID FROM TRASILON 

The PCs may at some point seek 
information from the local Trasilon safe 
house in their investigation. Trasilon’s 
library data network can provide them 
with some information, but not immedi- 
ately. The PCs will have to put in a 
request for the desired information and 
return to the safe house within a few 
hours—other assignments have ahigher 
priority than the PCs’ investigation. 

Of course, even Trasilon’s aid has 
limits. The referee should use common 
sense in dispensing information to the 
PCs. As far as this adventure is con- 
cerned, however, there is one piece of 
information to which even Trasilon has 
no access and which the PCs, there- 
fore, cannot gain. This is any but the 
most recent information about Rrour- 
saets. Except for the basic information 
which the PCs already possess, 
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Rroursaets is an unknown quantity 
whose date or place of birth is a mystery, 
let alone anything else. He is “zeroed,” 
as computer experts say. No records 
exist of him on any computer network. 


LAW ENFORCEMENT BUREAU 

The PCs might also check with local 
law enforcers to find out a few things. 
Concerning Superioriti, the police will 
state that they keep a close eye on 
them. The organization officially dis- 
avows violence and tries hard to appear 
clean. The police do not buy this line, but 
they have no proof of wrong-doing as of 
yet. None of the recent rash of incidents 
can be linked to Superioriti, and the one 
reported attack (against Rroursaets) has 
not been formally filed as a complaint 
against them. The police can direct the 
PCs to the local chapter of Superioriti, 
though. 

Ifthe PCs remember to ask about the 
body pistol used by the gunman who 
attacked Rroursaets, they will gain a 
surprising piece of information. The 
police did indeed find a body pistol in the 
Vargr quarter recently. It was found in an 
alley and turned in by the residents of 
the area. No crime or owner can be 
definitely attached to it. Nonetheless, 
an interesting fact about the pistol is that 
it is not made from a recognized Impe- 
rial standard design package. Rather, 
the pistol is of Julian’ manufacture. 


SUPERIORITI 

The PCs will find the local chapter of 
Superioriti in an industrialized section of 
Balaanishad. The organization appeals 
to working-class humans who feel that 
the Hard Times which have befallen the 
sector are due to Vargr influences on 
the government. They nostalgically wish 
to return to the days of Imperial rule, and 
some even wish to reunify with Lucan’s 
Imperium. 

The offices are clean and well-kept.A 
number of secretaries and assistants 
answer vidphone calls and send out 
mailings to citizens of Ansenz. Posters 
of Leonhard Deirdin are everywhere, as 
are pamphlets like the one Rroursaets 
showed the PCs. 

A young man named Euclid Ozgood 
will approach the PCs once they enter 
and ask if they want to be enlightened 
about Superioriti and its crusade to save 
Antares. If they say yes, he will launch 
into a tirade against the Vargr and Brzk, 
blaming them for all of humanity’s ills. If 
the PCs ask to see someone in author- 
ity, Ozgood will state that his boss, Sir 
Zigmunt Phidias, cannot be seen right 
now. He has much planning to do for the 
upcoming rally. Anything the PCs need, 


he can provide. 

If the PCs question Ozgood about 
Superioriti's connection to the recent 
harassment or even Rroursaets’ attack, 
he will deny everything. Ozgood will 
state the party line that violence is never 
advocated. He will say the PCs are just 
as prejudiced against Superioriti as he 
supposedly is against the Vargr. If the 
PCs want to know the truth, not the lies 
that “Regent” Brzk tells, they should 
come to the rally tomorrow. Leonhard 
Deirdin will set the record straight once 
and for all. Ozgood then asks them to 
leave. 


RALLY 

Superioriti’s rally takes place at mid- 
day near the Julian war memorial. The 
memorial honors both Imperial and 
Julian dead from that war and has an 
inscription wishing that “never again will 
such a terrible war result from such 
terrible misunderstandings.” The me- 
morial offers hope that the Antareans 
and Julians may live together in peace. 
Superioriti sees any admission of Impe- 
rial error in the war to be a sign of just 
how far Brzk has drifted from all that is 
right and true. 

The rally is small by Rebellion stan- 
dards, only a few hundred humans. 
Eventually, Deirdin makes his appear- 
ance. He is a handsome and charis- 
matic figure, and he speaks eloquently. 
He repeats much of the same rhetoric 
as did Ozgood at the chapter offices, but 
he says it with much greater vigor and 
oratorical skill. The PCs can see how 
easy it would be for even an educated 
human to be caught up in his paranoid 
delusions. Deirdin makes racism seem 
almost reasonable. 

As Deirdin’s polemic reaches a cre- 
scendo, the PCs will realize that they 
are surrounded by a half-dozen hu- 
mans dressed as security guards. They 
have their laser pistols drawn and will 
silently motion the PCs into a small tent 
set up on the memorial grounds. Inside, 
one of them, a red-haired woman, will 
explain quietly that the PCs are med- 
dling in things best left alone. Since they 
obviously will not desist, they must be 
eliminated. 

The six humans all wear cloth armor 
and carry TL13 laser pistols. They mean 
to killthe PCs and will fight to the death. 
The small tent the PCs are in does not 
afford much space for combat, so it is 
likely that the battle will move out into 
the rally. This will cause much chaos, 
and the rally will be disrupted. Within 
minutes, local police keeping an eye on 
the rally will come in and restore order. 
As agents of Trasilon, the PCs are out- 
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side of local jurisdiction and cannot be 
arrested. Besides, the police know the 
PCs are involved in an official investiga- 
tion for the League of Antares govern- 
ment. 


AFTERMATH 

With their attackers defeated, the PCs 
will now gain some new information. If 
the red-haired woman is killed in the 
fight, they will find on her body a scrap 
of paper with Rroursaets’ address on it. 
Also, even more startling is the tattoo on 
the body of one of the attackers. The 
tattoo is in the shape of a stylized black 
lightning bolt, the recognized sigil of the 
Black Lightning terrorist organization 
which violently opposes the Antarean/ 
Julian alliance. 

Black Lightning is connected to nu- 
merous acts of terrorism in league and 
Julian space. 

Superioriti is extremely upset about 
the disruption of its rally. They deny any 
knowledge of the attackers and claim 
instead that the whole incident was en- 
gineered by Trasilon to make them look 
bad. Deirdin even begins to claim that 
Regent Brzk hired assassins to have 
him killed. 


THE TRUTH COMES OUT 

With all of this new information, the 
PCs must return to Rroursaets’ home 
eventually. This time, he is home. When 
the PCs arrive, he will willingly let them 
in and ask them to sit down. 

He knows about what happened at 
the the rally and is ready to tell the PCs 
everything. 

Rroursaets admits that he once was 
a member of the Black Lightning terror- 
ist group. He and his fellows operated 
out of Julian space and wrought havoc 
against Antarean and Julian alike. In 
time, though, he grew tired of killing and 
destruction. He came to respect Brzk 
and to believe that peaceful coexist- 
ence was possible. So he fled his band 
and set up shop in the league’s safe 
area. 

Black Lightning could not allow one 
of its own to defect alive. They followed 
him to Ansenz and have been trying to 
kill him. Most likely, they have been 
using Superioriti and other hate groups 
as a cover. 

Rroursaets agrees that what he did 
was wrong. He should have come clean. 
He should have trusted in Antarean 
officials. He will now turn himself in and 
tell all he knows about Black Lightning 
and its operations. In return, he only 
wants protection. Trasilon will gladly do 
this, but first it needs to track down the 
remaining terrorists on Ansenz. 
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LIGHTNING 
STRIKES 

Atthis point, agunshot bursts through 
Rroursaets’ window. Eight Black Light- 
ning terrorists, armed with autorifles, 
are converging on his house, hoping to 
kill Rroursaets and the PCs. 

Waiting outside is a wheeled ATV 
containing a driver. The terrorists want 
to kill their prey quickly and escape in 
the ATV. 

As is usual for the Black Lightning 
members, these thugs will fight to the 
death rather than surrender to Trasilon. 
Rroursaets will help the PCs fight off the 
attackers, using a laser pistol he kept 
hidden in a desk. 

The terrorists are excellent fighters, 
but they lack organization and are often 
at cross-purposes. The PCs and 
Rroursaets should have little difficulty in 
defeating them. 

Once the driver of the ATV realizes 
that the terrorists have been defeated, 
he drives off. If the PCs cannot follow 
the vehicle, Rroursaets can offer guid- 
ance based on his previous experience 
with Black Lightning. In order to simplify 
operations, they were always looking 
for local front organizations, and he is 
sure they are trying to cut a deal with 
Superioriti. Rroursaets suggests that 
the PCs head back to the offices if they 
are to stop Black Lightning's operations 
on Ansenz. ‘Rroursaets offers to come 
with the PCs to their showdown. 


SHOWDOWN 

When the PCs return to the branch 
offices of Superioriti, they will see the 
wheeled ATV in front. The office seems 
to be is empty. The front door is locked, 
but it takes hardly any effort by the PCs 
to break in. Besides, Rroursaets is an 
accomplished lock-picker. 

If the PCs enter, they will be immedi- 
ately confronted by Euclid Ozgood, who 
asks them to leave now. He scowls 
visibly at Rroursaets. If told about Black 
Lightning’s attack, he will deny every- 
thing. In truth, he knows nothing about 
it. Sir Zigmunt Phidias has been meet- 
ing with some off-world supporters of 
Superioriti, but they are not terrorists, 
he claims. He is meeting with them now 
in the back of the office. 

Should the PCs burst into the back 
room, they will surprise Sir Zigmunt and 
five other humans. Rroursaets immedi- 
ately recognizes them as former col- 
leagues in a Black Lightning terrorist 
cell. Ozgood is shocked by this. He 
never knew that Superioriti had any 
connections to Black Lightning. 

If the PCs try to apprehend the terror- 
ists or Phidias, a gun battle will ensue. 


All six enemies possess autopistols, 
and the terrorists wear cloth armor. All 
but Phidias will fight to the death. He will 
surrender as soon as he is wounded or 
the battle appears to be going against 
the terrorists. 


ENDGAME 

With the the terrorists defeated, the 
PCs have completed their mission. The 
rash of harassment stops, at least tem- 
porarily, and Rroursaets has been saved 
from Black Lightning’s clutches. Sir 
Zigmunt Phidias is charged with con- 
spiracy and treason against the league 
government. He is sentto apenal colony 
for many years. Superioriti suffers a 
minor set-back due to the bad publicity 
of being associated with Black Light- 
ning. Of course, hate springs eternal, 
and they are soon back in business, 
with Euclid Ozgood as their new local 
leader. He wishes to return to the “pure 
beliefs of Deirdin” and not to consort 
with terrorists and the like. As he rightly 
claims, only Phidias, in his bid for greater 
power, associated with Black Lightning. 
They used his organization for their own 
ends. Deirdin and Superioriti had noth- 
ing to do with them. 

Rroursaets’ knowledge of Black Light- 
ning is invaluable to Trasilon. Several 
new plots are foiled. While things are far 
from stable in the League of Antares 
during these Hard Times, the PCs can 
be content to know that they contributed 
in some small way to the prevention of 
any further instability. Thanks to them, 
the League of Antares will continue for 
at least a little while longer. 


NPCs 

Rroursaets: 797885, age 46, ex- 
corsair. Skills: Infighting-2, Computer- 
3, Intrusion-2, Handgun-1, Ship’s Boat- 
1, Vacc Suit-1, Scrounging-2, Gambling- 
1, Brawling-2. 

Euclid Ozgood: 565877, age 30, 
bureaucrat. Skills: Admin-3, Computer- 
2, Liaison-2, Persuasion-1. 

Sir Zigmunt Phidias: 88997B, age 
42, ex-naval officer. Skills: Admin-2, 
Computer-1, Handgun-2, Liaison-2, 
Ship’s Boat-1, Pilot-1, Vacc Suit-1, Zero- 
G, Ops-2, Persuasion-2. 

Leonhard Deirdin: 778BBA, age 42, 
paranoid racist. Skills: Linguistics-2, 
Admin-1, Liaison-3, Persuasion-3, In- 
terrogation-2. 

Black Lightning Terrorists: 879777. 
Skills: Brawling-2, Handgun-1, Combat 
Rifleman-2, Wheeled Vehicle-1. Q 


Special thanks to Charles Kimball 
and the History of the Imperium Work- 
ing Group (HIWG). 
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he firearms lists in Mega- 
Traveller show a distinct 
evolution of the basic ser- 
vice rifle by tech level, 
from the TL5 bolt-action 
rifle to the TL6 semiauto- 
matic rifle to the TL7 as- 
saultrifletothe TL10ACR 
and TL12 gauss rifle. Pistols also show 
a clear evolutionary path from the TL4 
revolver through the TL6 autopistol and 
the TL10 snubpistols tothe TL13 gauss 
pistol. So do grenade launchers, from 
the original TL7 “blooper” through the 
various tech levels of RAM grenades. 

The evolution of other types of small 
arms, however, is spotty at best. Some 
types of weapons are known only from 
single examples, with no data about any 
precursors or descendants, such as the 
TL6 submachinegun and shotgun and 
the TL8 light assault gun. Also, the intro- 
duction of battle dress at TL13 allows 
individuals to carry heavier loads, in- 
cluding weapons able to penetrate other 
suits of battle dress. Under the existing 
firearms lists, only expensive high-en- 
ergy weapons (PGMP and FGMP se- 
ries) are available for issue to such 
troops. 

Another under-represented type is 
that of civilian firearms with no exact 
military or paramilitary equivalent. Inex- 
pensive light firearms (equivalent to the 
.22) are widely used for general recre- 
ational shooting (‘“plinking”) or small- 
game “pot hunting.” These civilian-only 
weapons are often found on higher law- 
level worlds which interpret Law Level3 
(banning “weapons of a strictly military 
nature”) to include civilian firearms which 
are based on, converted from or re- 
semble military designs. 

The following weapons provide the 
“missing links” in the evolution of 
slugthrowers up through TL13, allowing 
a natural upgrade of military small arms 
from TL6-13 and an additional selection 
of civilian firearms to “beatthe law level.” 

On all these weapons, volume in 
liters equals weight in kilograms. 

5mm Pocket Pistol: A very light siv'l- 
ian autopistol chambered for a mini nal- 
power practice round; primarily for inex- 
pensive recreational shooting (‘plink- 
ing”) and hunting very small game. 
Based on atypical .22 autopistol, such 
as the Browning Buckmark. 

TL6, 0.1 meter, 0.5 kilogram, Cr150. 

Magazine (12 rounds): 0.1 kilogram, 
Crd. 

9mm Magnum Autopistol: A heavy 
autopistol chambered forthe more pow- 
erful 9mm round used in the Magnum 
revolver. Also known as an “automag,’ it 
is primarily a police sidearm intended to 
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i : the light assault guns use Rifle skill and difficulty and are gyrostabilized. 


penetrate ballistic cloth armor. Based 
on the IMI Desert Eagle pistol. 

TL7, 0.3 meter, 1.0 kilogram, Cr400. 

Magazine (8 rounds): 0.4 kilogram, 
Cri5. 

10mm Snubmachinegun: A sub- 
machinegun companion to the combat 
snub pistol, combining automatic fire 
with the versatility and nonlethal (tranq) 
capability of the snub pistol. Replaces 
the SMG at TL10. Often used as a 
“heavy weapon” by shipboard security 
and a“bailout” personal defense weapon 
by vehicle crews. A pistol-styled SMG, 
the SnMG may mount a silencer and 
can “tank up” from 20-round snub pistol 
magazines as well as its own 40-round 
magazines; both the ammunition and 
magazines are interchangeable with 
those of the combat snub pistol. In all 
other ways, the SnMG is functionally 
identical with the TL6 SMG. 

TL10, 0.4 meter, 2.0 kilograms, Cr800. 

Magazine (40 rounds): 1 kilogram, 
Cr40 HE/HEAP. 

5mm “Plinker” Light Rifle: Very 
light civilian rifle for recreational shoot- 
ing and very small game. The basic 
version is TL6 and is based on a typical 
.22 rifle such as the Ruger 10-22. 

TL6, 0.8 meter, 2.5 kilograms, Cr150. 

5mm Ammunition (10-round maga- 
zine): 0.08 kilograms, Cr5. 

5mm Light Automatic Rifle: A 
higher-tech (TL8) version of the “plinker,” 
incorporating a special high-capacity, 
helical-feed magazine fitted into the top 
of the weapon. This rifle is based on the 
Calico M-100 .22 carbine. Where law 
level allows light assault weapons, a 
selective-fire model can be obtained 
which fires a 10-round burst for each 
pull of the trigger; these light automatic 
rifles are often used by TL8-9 urban 
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TL6 9mm Submachinegun 
TL7 
TL8 
TL9 


TLIO 


10mm Submachinegun 


TL11 
TL12 


TL13 


police and shipboard security forces. 

TL8, 0.7 meter, 2.5 kilograms, Cr300. 

5mm Ammunition (100-round maga- 
zine): 1 kilogram, Cr50. 

13mm Antitank Rifle: The TL6 pre- 
decessor of the TL8 light assault gun, 
the antitank rifle fires the same ammu- 
nition as the TL6 heavy machinegun. Its 
primary use was as a support weapon 
(fired from its integral bipod) against 
lightly armored vehicles or as a heavy 
sniper rifle; in civilian hands, it made a 
good (if heavy) big-game rifle. 

TL6, 1.6 meters, 7.5 kilograms, 
Cr1000. 

13mm Ammunition (5-round maga- 
Zine): 0.4 kilogram, Cr15. 

Light Assault Gun-10: Progressive 
improvement of the TL8 light assault 
gun, incorporating the electronic sights 
and stabilization systems of the ACR. 
Replaces the LAG at TL10; also a good 
big-game rifle in civilian hands. Nor- 
mally fired from its bipod. 


Shotgun 13mm Antitank Rifle 


Autoshotgun 20mm LAG 


20mm LAG-10 


4mm Gauss LAG-13 


TL10, 0.9 meter, 4.5 kilograms, 
Cr1200. 

20mm Ammunition (10-round maga- 
Zine):1.0kilogram, Cr40 HE/KEAP, Cr80 
flechette. 

4mm Gauss Light Assault Gun-13: 
An enlarged gauss rifle intended to be 
carried by troops in battle dress, with 
twice the muzzle velocity and fourtimes 
the weight. Primarily used at TL13-14 
as an inexpensive rifle for battle dress. 
Also used by nonpowered troops as a 
replacement for the LAG-10, normally 
fired from its bipod. 

TL13, 1.2 meters, 14 kilograms, 
Cr6000. 

Ammunition (40-round magazine): 
1.5 kilograms, Cr150. Q 


For more on filling in the gaps in 
MegaTraveller, see “Missing Links” in 
Challenge 64 and “Advanced Weap- 
ons” in Challenge 66, both by Ken 
Pick. 
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Ansenz/Antares (2425 B547ABB-D/Green) Date: 337-1128 

qThe disturbing trend of what appears to be racially motivated hate crimes against Vargr citizens continues on Ansenz. 
Vargr-owned businesses and homes are increasingly disfigured by broken windows or graffiti, insulting remarks are shouted 
in the streets, and now prominent Vargr business executives are being harassed. 

{These developments are being called by some sociologists as “an inevitable by-product of difficult economic times.” A 
faculty member at a prominent Ansenz university explained, “It happens all the time. When things are bad, the masses want 
to find someone to blame. It’s a sad characteristic of the lower classes, but ultimately it’s harmless.” 

One of the chief actors in this movement is the group “Superioriti,” whose members hasten to point out that they are not 
a hate group. Spokesman Euclid Ozgood explains, “We don’t hate anyone, we don’t preach that anyone should hate anyone. 
But the simple fact is that some groups are not intended to live with other groups. That’s no call to arms, it’s a simple fact. 
It’s natural that social, religious, spiritual, or biological groups will be more comfortable with those of their own kind. When 
two groups are forced to live together, it doesn’t work. They have different beliefs, different values, and these come into 
conflict and destroy the common atmosphere for both sides. The Vargr would be happier if they could live someplace by 
themselves, and so would we in Superioriti.” 

¥Although it is not usual TAS policy to comment on pending changes in Travel Zone status, the TAS has announced that 
it is considering changing Ansenz’s classification to Amber, due to the recent racial difficulties, and issued the following 
statement. 

{‘There is a concept, known to some as “humanity”—distinct from humaniti, the race—that refers to those qualities of 
intelligent, sentient beings that lend them acertain ethical value. Among these qualities are decency, compassion, empathy, 
and a willingness to attribute value to the lives of other beings. Beings with those qualities have an innate, a priori value, 
apart from all other physical manifestations. Intelligent beings without those qualities are more easily equated with simple 
biological machines, merely consuming raw materials to survive or entertain themselves. However, it is another trait of 
“humanity” that one being cannot take it away from another; a being can only give up one’s own. It is the attempt to take 
away the humanity of another that is the one sure sign of the loss of humanity in oneself.” 


Agiruur/Diaspora (3036 D9A3530-5/Amber) Date: 351-1128 

The latest word from this world’s capital, Pizarrur, is that the planet's civilian government still controls the city. This is in 
the wake of an attempted coup, led by officers of the planetary militia, intended to bring the world’s policies more in line with 
those of the Solomani Confederation. 

4 The first evidence of the coup was a recorded, repeating radio broadcast from the capital that proclaimed, “The Solomani 
Confederation means advancement! Local autonomy means stagnation! Rally to the cause of the future!” The message was 
cut short after only a few moments when the studio was retaken by police officers loyal to the civilian government. 

qAlthough the government controls Pizarrur, this is likely to be a hollow victory, because the coup forces have managed 
to gain control of the water production plant that supplies water to the capital and 90% of the world’s inhabitants. This plant 
is located some 250 kilometers from Pizarrur, at the edge of one the world’s fluid seas. Here it extracts hydrogen and oxygen 
from the sea, and produces water. It also provides oxygen, transported under pressure, whichis used by many of the planet's 
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industries. 

{So long as the coup organizers hold the water plant, continued civilian control of the capital, and the world, is only a matter 
of time. 
Zukhimie/Delphi (0313 A427979-B/Green) Date: 013-1129 


traveller news 





{Inhabitants of Zukhimie might well wonder if they are a magnet for all manner of unusual travellers. Three and ahalf years 
ago, Zukhimie hosted the unexpected visit between Archduke Norris’ embassy ship, Arrival Vengeance, and Duchess 
Margaret, also making an unusual interstellar voyage. 

{This time, the visitors were the itinerant Hivers of the Imperial History Club of Manchus, recent sightseers to the Old 
Expanses and Diaspora. While they did not have Margaret on hand for yet another singular summit, Zukhimie and Margaret's 
Domain officials did their best to satisfy the roving curiosity of the trailward aliens. 

{Souvenirs that the Hivers decided they simply must take with them included a Trepida type grav tank, belonging to the 
world’s Domain garrison, and a set of mother-of-pearl colanders that the Hivers’ Ithklur guards thought made handsome 
helmets. 

{The state reception was an astounding success, attended by an estimated 200,000 ticket purchasers, none of whom 
touched the corn dogs. 


Warinir/Daibei (0507 A889978-F/Green) Date: 065-1129 

{Effective today, the 65th day of the 1129th year of the former Third Imperium, suppression orders issued under the reign 
of the Empress Paula Il, numbered SO 1 to SO 131, consecutively, are hereby declared repealed in Daibei, and in all other 
areas into which its power extends, by order of Craig, Duke of Daibei.” 

qWith these words, Duke Craig has officially abolished all laws regarding the suppression of psionics research in his 
territory. SO 1 to 131 are the various enabling orders proclaimed from 800 to 810 that revoked the charters of the 65 
Psionics Institutes then operating under Imperial Charter. Only four of these were in the area currently controlled by Duke 
Craig. 

4Craig is the only faction leader to have publicly encouraged the resumption of psionic research, although public remarks 
by Archduke Norris have indicated that he is at least interested in the idea. There have been rumors for years that the Imperial 
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Navy has conducted secret psionic research for defense purposes, and the common naval background of Craig and Norris 
may predispose them in this direction. It is unknown if this announcement is in any way connected to the meetings between 
Craig and representatives of the Domain of Deneb aboard Arrival Vengeance in early 1125 during the ship’s diplomatic 
mission. 

gExplaining the reasoning behind the unexpected announcement, Craig said, “We are in a situation where we are 
surrounded by many challenges, many potential enemies, many uncertainties. In the midst of these, the only certainty is 
this: if we are to succeed, we can deny ourselves no potential tool, no potential source of safety. Only those who are afraid 
of life are afraid of exploration, of research. If we are to live in a free society, we can not be afraid of ideas.” 


Shudash/Ilelish (2817 A5269EK-C) Date: 82-1129 

qWhile on a several-month-long tour through his frontier areas, Emperor Dulinor today spoke to a crowd and delivered 
an unscheduled, unexpected message of hope. The occasion was a visit to a naval shipyard, where several tens of 
thousands had gathered to get aglimpse of the Emperor. As he entered the room, the crowd spontaneously burst into chants 
of, “Long live the Emperor.” 

qDulinor, who was not there to deliver an address, but only to inspect the facility, was stunned and moved. As the 
demonstration continued on, he was seen to have tears in his eyes. Although there was no microphone or public address 
system, he climbed atop an incomplete spacecraft and gestured for quiet, then launched into a short oratation. 

q'‘My people, you have suffered long; you have sacrificed much. Here, at the forward edge of our lines, you have stood 
like a rock, battered by waves, yet unyielding. You have defied Lucan’s rage, and you have made us strong. You have not 
asked for it, nor would you, but | will grant you relief. Soon you will see my Coronation Fleet, and your sacrifices, your loyalty 
will be redeemed. This | promise you, your steadfastness will be remembered. When | stand at the throne, and place my 
foot on Lucan’s head, you will be remembered!” 

qDulinor observers report that they have not before seen the Emperor this possessed in a public appearance. The 
shipyard crowd cheered and surged to come closer to him, and lifted members of the crowd to touch his outstretched hands. 
Hours later, after the assembly hangar had cleared, officials were able to determine that the gathering had caused some 
Cr600,000 worth of damage to the facility, but no reported injuries. 

The Emperor’s communications minister was not able to provide any amplification of Dulinor’s remarks. 


Khavle/Diaspora (2605 C334965-B/Red) Date:101-1129 

qThe Free Trader Corroboree landed at the Khavie downport today and reported that all residents of Khedas (3112 
Diaspora; C7A4200-2 as of 1128) were dead. According to the Corroboree’s captain, Jeri Bostokk, the settlement’s life 
support systems were destroyed by a missile or energy weapon. With the life support systems destroyed, the residents died 
of suffocation. ; 

{Since Khedas is located in an area that most merchants consider unsafe, the distress signal went unheeded because 
there was no traffic passing through the system. 

When asked why the Corroboree entered such a dangerous system, Bostokk said that her starship had misjumped into 
the system. While the navigator was trying to figure out their location, the ship picked up the distress signal from Khedas 
and decided to investigate because of the laws of interstellar space. 

{Several members of Khavle’s government are asking for a hearing and investigation of the Corroboree’s crew in order 
to ascertain if they were involved in any wrongdoing. One member has demanded that a Khavle Accordment warship be 
sent to Khedas to investigate the settlement. 

qBostokk and her crew protested that their story is true and that some opportunistic government officials are fabricating 
charges so they can impound the Corroboree and make it part of the Khavle Accordment’s military forces. 


Gorky/Diaspora (2929 D200586-8/Red) Date: 115-1129 
qLeston Smitts, formerly an out-of-work asteroid tug pilot, is now the toast of Gorky. Féted as “The Savior of his World,” 
Smitts single-handedly destroyed three pirate fighters intent on capturing Gorky’s tiny fleet of Roughneck wildcat rigs. 

{Last year a group of raiders, apparently based elsewhere in the Promise subsector, attempted to capture the six rigs, 
presumably to re-sell them to another poor world. This raid was only thwarted by the intervention of the mercenary starship 
Vigilante, which had been tracking the pirates from another operation in the Sittahr (129/Diaspora) system. 

{Because Gorky’s citizens could not count on such good fortune on other occasions, they took matters into their own 
hands by creating a small escort force to protect the wildcatter convoys. Hidden within the hull of one of the craft, the Gorkis 
placed two small “fighters,” actually converted ship's boats. When the pirate craft, three small Termagant fighters, appeared, 
Smitts and the other pilot launched and hid in the signature shadow of the Roughneck formation, which feigned surrender. 
When the Termagants were drawn in close and had slowed to match vectors with the slow Roughnecks, Smitts and his 
companion sprang on them by surprise. Although Smitt’s fellow pilot was destroyed early inthe engagement, Smitts, defying 
all odds, fought back, destroying all three of his assailants. His accurate fire actually blew two of the vastly superior, gaudily 
painted attacking fighters completely in half, undoubtedly appalling their pilots. 

{The third fighter, however, is repairable, and will be returned to service as Smitt’s new spacecraft, vastly increasing 
Gorky’s defensive capabilities. 

At a press reception held in his honor, Smitts was reluctant to speak and left early, begging a previous commitment. “Ave 
atque vale,” he called cryptically. Q 
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Concoction ’92, Dec. 4-6 at the 
Quality Inn on South Carolina 
and Pacific Avenue in Atlantic 
City, NJ. Write to Concoction ’92, 
PO Box 222, Oceanville,. NJ 
08231. 


Tropicon XI, Jan. 8-10, 1993, at 
the Palm Beach Airport Holiday 
Inn, Palm Beach, FL. Please con- 
tact Tropicon XI, Box 70143, Ft. 
Lauderdale, FL 33140. 


Winter Fantasy Convention, 
Jan. 8-10. Contact Winter Fan- 
tasy, RPGA Network, PO Box 
515, Lake Geneva, WI 53147. 


Arisia ’93, Jan. 15-17 at the 
Boston Park Plaza Hotel and Tow- 
ers. 


Warpcon Ill, Jan. 28-31 at the 
University College Cork, Ireland. 


Warcon® ’93, Feb. 5-7 in the 
Memorial Student Center, Texas 
A&M University, College Station, 
TX. Contact MSC NOVA, BoxJ1, 
Memorial Student Center, Texas 
A&M, College Station, TX 77844. 


Life, the Universe and Every- 
thing XI, Feb. 10-13 at Brigham 
Young University, Provo, UT. Con- 
tact 1993 Symposium, 3163 
JKHB, Brigham Young Univer- 
sity, Provo, UT 84602. 


Genghis Con XIV, Feb. 12-14 at 
the Marriott Southeastin Denver, 
CO. Contact the Denver Gamers 
Association, PO Box 440058, 
Aurora, CO 80044. 


DunDraCon XVII, Feb. 12-15 at 
the San Ramon Marriott, just off I- 
680, at the Bollinger Canyon exit, 
three miles north of the I-580/I- 
680 interchange. Contact Dun- 
DraCon, 1125 Nielson St., Al- 
bany, CA 94706. 


Orccon 16, Feb. 12-15 at the LA 
Airport Hyatt Hotel. Contact 


Strategicon, PO Box 3849, Tor- 
rance, CA 90510-3849. 


Total Confusion VIl, Feb. 26-28 
at the Best Western Royal Plaza 
Hotel, 181 Boston Post Road, 
Marlborough, MA 01752. Con- 
tact The Total Convusion Con- 
vention, PO Box 1463, Worces- 
ter, MA 01607. 


Jaxcon ’93, Feb. 26-28 at the 
Radisson Inn at the Jacksonville 
International Airport in Jackson- 
ville, FL. Write to Jaxcon, PO Box 
4423, Jacksonville, FL 32201. 


Continuity Il, Feb. 27-28 in 
Donahue Hall, Wheeling Jesuit 
College, Wheeling, WV. Contact 
Bryan M. Sims, Box 144MC, 316 
Washington Ave., Wheeling, WV 
26003. 


‘World Horror Convention No. 


3, March 4-7 at the Sheraton 
Stamford Hotel in Stamford, CT. 


CrackerCon 2, March 19-20 at 
the Holiday Inn Baymeadows, FL. 
Contact CrackerCon, Box 8356, 
Jacksonville, FL 32239-8356. 


Pointcon XVI, April 23-25 at the 
United States Military Academy 
inWest Point, NY. Contact USMA 
Wargames Committee, Attn: 
Pointcon XVI, PO Box 62, West 
Point, NY 10997. 


Gamex ’93, May 28-31 at the LA 
Airport Hyatt Hotel. Contact 
Strategicon, PO Box 3849, Tor- 
rance, CA 90510-3849. 


Origins ’93, July 1-4 at the Tarrant 
County Convention Center in Ft. 
Worth, TX. Write to GEMCO, PO 
Box609, Randallastown, MD21133. 


CowCon, July 2-5 at Sheraton 
Denver Tech Center, CO. Write 
to CowCon/Westercon 46 Bid, 
7735 Osceola St., Westminister, 
CO 80030. 


Archon 17, July 9-11 in St. 
Louis, MO. ContactArchon 17, 
PO Box 50125, Clayton, MO 
63105. 


GenCon ’93, Aug. 19-22 in 
Milwaukee, WI. Send a SASE 
to 1993 GenCon Game Fair, 
PO Box 756, Lake Geneva, WI 
53147. 


Gateway ’93, Sept. 3-6 at the 
LA Airport Hyatt Hotel. Con- 
tact Strategicon, PO Box 3849, 
Torrance, CA 90510-3849. 


Convention announcements 
cannot be included unless re- 
ceived a minimum of four 
months in advance of the 
event. Challenge is not re- 
sponsible for errors in conven- 
tion announcements. Write to 
Challenge Conventions, Man- 
aging Editor, PO Box 1646, 
Bloomington, IL 61702-1646 
USA. 
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Most MegaTraveller players eventu- 
ally grow accustomed to the high-tech 
wizardry that pervades their environ- 
ment, taking things like starships, laser 
weapons and fusion planets for granted. 
But in the Hard Times era following the 
end of the Rebellion, there’s less to go 
around. 

Insome areas, known as the outback, 
advanced technology is rare or alto- 
gether unavailable, destroyed by the 
war or debilitated by insufficient mainte- 
nance. However, that doesn’t stop the 
blighted worlds from continuing to plot 
amongst themselves or against occupi- 
ers. One such region is Khulam, sub- 
sector P of Diaspora sector. With in- 
creasingly divided Solomani forces on 
their doorstep and fierce competition for 
resources dominating every world, it’s 
an area full of opportunities for adven- 
ture, profit and danger! 


FOR THE REFEREE 

The characters are travelling (as pas- 
sengers) within the Diaspora sector 
when this two-scenario adventure takes 
place. These adventures will be too 
easy if the PCs have access to their own 
starship or grav vehicles; the focus in 
“Outback” is on rudimentary technolo- 
gies. If your group has a starship, a 
good way to start might be to inform the 
players that their starship needs emer- 
gency repairs. This should be done when 
they are passing closest to the planet 
Dijon, which still has a class-A starport 
and is not occupied by one of the war- 
ring factions. While the PCs are waiting 
for their starship to be repaired, the local 
government will offer them the first job 
presented in this adventure. Feel free to 
increase the level of pay if necessary to 
entice the characters. 

“Outback” may be set anytime after 
late 1124. The characters may hear of 
the adventure opportunities during their 
travel in this region of space, or they 
may be specifically contacted by any of 
Khulam’s worlds that are in need of 
assistance. 

The characters should not be fully 
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versed in the current state of affairs 
between the various worlds of the 
Khulam subsector and the Solomani 
invaders. They should have even less 
knowledge of the rifts developing within 
the Confederation’s hierarchy. 

The data presented in “Outback” is 
an extension of the material in Hard 
Times. 


THE AFTERMATH OF WAR 

Of all the subsectors in the post- 
Rebellion Diaspora sector, Khulam best 
reflects the political consequences of 
that war. Most of the local conflicts are 
either directly or indirectly caused by 
these consequences. Accordingly, ref- 
erees are provided with the following 
historical background, in order to better 
understand and portray the motivations 
of NPCs. 

Diaspora sector was badly battered 
by the War of the Rebellion, mostly by 
clashes between the units of Lucan’s 
Imperium and the Solomani Confedera- 
tion. Although Solomani forces never 
managed to establish any major foot- 
holds in the sector, they sent long-range 
flanking forces as far as Sufren (C) 
subsector on several occasions. These 
maneuvers were designed to sever the 
Core-Rim supply lines that fueled the 
Imperial war machine. These Confed- 
eration efforts to create a “Rim Pocket” 
never succeeded, but the numerous 
attempts resulted in extensive damage 
throughout Diaspora. 

The tempo of the Imperial-Solomani 
conflict began to wane after 1120. Too 
spent to sustain high-intensity naval 
actions at such a distance from their 
primary industrial centers, both Lucan 
and his Solomani adversaries began to 
rely on local resources to support their 
operations. This led to strategic strikes 
against A- and B-quality starports, local 
industrial centers, and high-technology 
nodes. By 1123, the rimward half of 
Diaspora lay in ruins. 

As Solomani activity in the sector 
dwindled, support for Lucan dissolved. 
The largely Solomani population of 


Diaspora might have taken this oppor- 
tunity to join the Confederation, but 
SolSec’s brutal treatment of Vegans 
and rumored “gulags’” for Vilanis turned 
public sentiment against this option. 

Instead, the various political aspir- 
ants of the sector rose to the fore, often 
as proxies for nearby factions. In the 
spinward extents, there was consider- 
able support for Daibei, whereas the 
Core/Trailing quadrant leaned toward 
Margaret. Solomani sympathies were 
strongest in the Rim/Trailing quadrant, 
where Confederation commanders were 
known to support Joshua Dahvin's lib- 
eral Reformist movement. 


RESTIVE NEIGHBORS 

Soon after the Rebellion was over, 
political rifts began appearing in the 
Solomani Confederation. For years, 
confrontations between the pan-sophont 
Reformists and their radical Centrist 
adversaries had been growing in fre- 
quency and severity. 

In 1124, these tensions were magni- 
fied when moderate Reformist leaders 
formally received a diplomatic delega- 
tion from Margaret’s domain. Both sides 
agreed to an unofficial cease-fire in the 
Old Expanses sector. Subsequent ru- 
mors suggested that the Hivers volun- 
teered to serve as liaisons between 
Margaret and the Reformists. 

The Centrists were outraged at these 
independent diplomatic initiatives and 
ordered the Reformist leadership to re- 
nounce its activities and submit itself for 
disciplinary action. The Reformists ig- 
nored both decrees. Since then, the gap 
between these two political movements 
has become dangerously wide, threat- 
ening the very structure and future of 
the Confederation. 

The Centrists, radical Solomani su- 
premacists, draw most of their member- 
ship from the Confederation’s military- 
industrial complex. They are eager to 
mount one last campaign against the 
shattered Imperium, demanding thatthe 
fleets press onward until they have 
reached the old borders of the Solomani 
Autonomous Region. They alsodemand 
that all non-Solomani sophonts be con- 
tained and controlled, particularly those 
that are not part of the greater family of 
Humaniti. The Centrists enjoy theirgreat- 
est support along the Aslan border, 
where distrust of the Aslan persists as a 
legacy of the Dark Nebula wars and 
subsequent tensions. 

The moderate Reformists, led by 
Dahvin and several close associates, 
espouse pan-sophontism (universal 
rights for all intelligent species) and the 
decentralization of the Confederation.A 
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tense stalemate exists between Dahvin 
and the SolSec leadership, which is 
divided over how to deal with the Re- 
formist leader. Some call for his “re- 
moval,” while others fear that by doing 
so, SolSec will make Dahvin a martyr. 
They may be planning to do just 
that—attempted crackdowns on sev- 
eral pro-Reformists worlds have pro- 
duced resistance, violence and more 
converts to the Reformist platform. 
SolSec and the military have begun 
retracting their assets into their own 
spinward sphere of influence. Such a 
move could be interpreted as a defen- 
sive precaution against Aslan ad- 
venturism—or as prelude to civil war. 


Search and Rescue 


Where: Boley D434642-4 (2539, 
Khulam subsector). 

Contact: The PCs are most likely to 
learn about this mission via a planetary 
official from the world of Dijon or by 
researching rumors on the planets of 
the Khulam subsector. 


During atrip into the Khulam subsec- 
tor, representatives of the government 
of Dijon (A234540-A, 2838, Khulam 
subsector) approach the PCs with a 
business proposition. Atrade team from 
their planet has disappeared in the 
outback region of Boley, a world within 
the frontiers of the Solomani Confed- 
eration. 

Despite its precarious astrographic 
position, Boley has not joined the 
Confederation, nor have the Solomani 
put troops on the planet. 

The five-person Dijoni trade team 
had been sent to Boley to develop a 
commercial relationship with the locals, 
since they cultivate a number of herbs 
and roots that are useful in the produc- 
tion of pharmaceuticals. The traders 
were supposed to have arrived back on 
Dijon over two months ago, but they 
never did. 

The player characters’ job is to find 
the traders or at least discover what 
became of them. The Dijoni representa- 
tives will offer the PCs Cr200 per day 
plus expenses while they are on the job. 
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ARRIVING ON BOLEY 

Although Boley would appear to be a 
Failing world based on its UWP string, 
this is not the case. Boley is abackward 
little planet, getting by at TL4 since the 
pre-Rebellion days. The onset of Hard 
Times did not cause a decrease intech 
level, so its environmental systems re- 
mained status quo. 

Boley did attract some attention dur- 
ing the latter stages of the Rebellion, 
when careless orbital bombardment by 
several Imperial units caused a large 
number of civilian deaths. 

Since then, most Boleyenes are not 
particularly receptive to off-worlders, 
regardless of the political alignment of 
the visitors. 

Almost25% of Boley’s 9.3 million inhab- 
itants live in small communities that dot the 
coasts of the polar seas or in the untamed 
outback regions. The planet's small, in- 
tense white star has created an arid equa- 
torial belt, separated from the polar seas by 
wide bands of riotous, but fragile, growth. 
These green areas are known as the 
outback country. 
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CraftiD Landbear Tank, TL5, Cr58,65¢6 
Hull: 3/7, Disp=3, Config=4USL, Armor=15A, Unloaded=35.1t, Loaded=40.3t 
Power: = 1/2, IC=1.5MW, Dur=23hrs 
Loco 1/2, Tracks, P/w=37, Road=81kph, Offroad=32kph 
Comm Radio=Distant (5) 
Sensors: None 
Off: | Hardpoints=1 
Pen/ Max Auto Dngr 
Ammo _ Rds Attn Dmg Range Tgts Spe Sig PROF 
2x6em How HE 150 9 10 Dist(6km)  — 10 + M 26 
KEAP — 164 8 Dist(6km)  — — M 26 
3xMedMG = — 3000 38: 3 VLong 3 — H 80 
Def: — 
Control: Mechx13 
Accom:  Crew=6 (Driver, 4 Gunners, Commander), Seats=Crampedx6 
Other: Fuel=42001, Cargo=0, ObjSize=Small, EmLevel=Moderate 


The Landbear is a typical tank from the lowest tech level at which such vehicles are commonly used. It mounts two 
low-velocity guns in side sponsons and three machineguns (bow, rear and commander’s MGs). 
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The thinness of Boley’s atmosphere 
has led to the evolution of large, thin, 
spatulate plants which collect as much 
sunlight and oxygen as possible during 
the day and then curl up with the ap- 
proach of night. Most ground growth 

‘resembles mosses and lichens. 


FOR THE REFEREE 

The PCs can retrace the steps of the 
traders simply by starting at their last 
know location (the main metroplex of 
Anney) and by interviewing individuals 
who are likely to have seen or spoken to 
them (hotel clerks, equipment rental 
attendants, etc.). In this manner, the 
PCs can follow the trail of the ill-fated 
expedition to asmall (300-person) com- 
munity on the edge of the outback. All 
that’s known by the locals of this town 
(or all they are willing to say) is that the 
trade team pressed on into the bush 
after a brief stay in town. 

The referee may choose any of the 
following explanations to be the real 
story behind the disappearance of the 
trading team: 

@ The traders were killed by poison- 
ous flora/fauna (attacked by a horde of 
small poisonous mammals). The locals 


CraftID: 
Hull: 
Power: 
Loco: 
Comm: Radio=Regional (500) 
Sensors: Headlightsx2 

Off: | Hardpoints=1 

Def: — 
Control: Mechx3 
Accom: 
Other: 


Oxwain Truck, TL5, Cr980 
2/5, Disp=2, Config=4USL, Armor=1A, Loaded=15.8t, Unloaded=10.8t 
1/2, InterCmbst=1MW, Dur=25hrs 

1/2, 4 wheels, PAW=63, Road=107kph, Offroad=32kph 


are mostly immune to the effects of 
these toxins from long years of living in 
proximity to the creatures. Off-worlders 
suffer severe anaphylaxis upon first 
exposure, unless they have been prop- 
erly inoculated. 

® The traders were waylaid by 
outbackers. Some of the more xeno- 
phobic (and larcenous) of the outback 
population decided to track the Dijonis 
into the bush, where they attempted to 
raid their camp one night. However, the 
traders turned out to be determined fight- 
ers, and before it was all over, the entire 
team and three locals had been killed. 

The locals are now trying to cover up 
this incident. However, some persistent 
(and/or clever) questioning of the inhab- 
itants of the last town visited by the 
trading team will reveal that the locals 
are trying to conceal something. 
Whether the townsfolk finally turn over 
the guilty parties, or attempt to cover up 
the whole affair by killing the PCs, is up 
to the referee. 

@ The traders blended into a pro- 
Solomani resistance movement. Three 
members of the trading team were actu- 
ally SolSec agents who were hired by 
unsuspecting firms on Dijon. The agents 


Oxwain Truck 


Seats=Crampedx4 (Driver, 3 passengers) 
Fuel=3k!, Cargo=2kl, ObjSize=small, EmLevel=Moderate 


used the cover of the trade team to get 
deep into the outback where pro-Solo- 
mani Boleyene radicals are hiding out. 
The three SolSec agents murdered the 
other two teammembers and are now 
behind agrowingstring of terrorist events 
in the outback (assassinations, bomb- 
ing, disappearances). If the SolSec 
agents learn that the PCs are searching 
for them, they will attempt to do away 
with the group. The agents still have 
several accomplices in the last town 
visited by the trade team. 

@ The traders have begun conduct- 
ing combat operations against outback- 
ers—they are terrorists hand-picked by 
anti-Solomani radicals within the Dijoni 
government. These radicals want to in- 
cite the Boleyenes to actively hate the 
Confederation and, thereby, be willing 
to accept overtures from Dijon. The 
trading team was a cover for the profes- 
sionalterrorists, who are wreaking death 
and destruction in the name of the Solo- 
mani cause. In this way, the radical 
Dijoni cabal hopes to enrage the major- 
ity of Boley’s population against the 
Confederation (despite the fact that the 
Solomani have adopted a very permis- 
sive, laissez-faire attitude toward Boley). 


The Oxwain is designed for general purpose work. This model includes an optional radio, useful for exploration parties 


and military units. Reduce the vehicle’s cost by Cr500 if this option is removed. Designed for off-road travel, the vehicle 
is equipped with fairly large tires to avoid bogging down when traversing soft surfaces. The Oxwain is open-topped. 
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PinkerToro Armored Truck, TL5, Cr19,705 
3/6, Disp=2, Config=4USL+turret, Armor=5A, Loaded=17.8t, Uniloaded=14.5t 
1/2, InterCmbst=1MW, Dur=25hrs 
1/2, Wheels=4, P/W=56, Road=100kph, Offroad=30kph 


None 


Sensors: None 


Off: | Hardpoints=1 


Pen/ 


KEAP. — 
Med MG —_— 1500 
Def:— 


Control: Mechx5 


3A 3: 


Max Auto Dngr 


Ammo _ Ras Attn Dm Range Tots § i 
4cm How HE PAZ eS 8 VLong(2) — —_ 


8/4 6  VLong(2)  — 


VLong 3 


erforo Armored Trick 


Accom: Crew=4 (Driver, 2 Gunners, Commander), Seats=Crampedx4 
Other: Fuel=3kl, Cargo=0, ObjSize=Small, EmLevel=Moderate 


The PinkerToro is a limited-use armored vehicle produced on the Oxwain truck chassis Its fairly large turret (5.4 kiloliters) allows ample 


room for the gunner and commander's seats. Off-road performance is comparable to that of the unmodified cargo version. 


Alternatives: If the PCs seem to be 
particularly interested in this kind of 
adventure, referees should feel free to 
restructure the situation as follows: Dijon 
sentoutfive trading teams, and only two 
came back. The other three are miss- 
ing. The referee is then free to use any 
combination of these scenarios. 

The referee might also want to send 
a fire team of Dijoni “plainclothes” mer- 
cenaries along as NPC escorts and 
“muscle.” This will trigger a more pro- 
found and militaristic response from any 
guilty parties. The end of the scenario 
might be a desperate shoot-out in Boley’s 
outback, far away from help. 

The natives of Boley are dogged but 
amateurish fighters, usually with level-0 
weapons skills. Most any type of TL3-4 
armament is likely to be encountered in 
their hands. Professional terrorists (of 
either side) will have access to TL6-9 
gear and have skill levels of 1 and 2. 
They are tough, dedicated and ruthless. 
Adjust numbers and equipment to roughly 
match the PC group’s capabilities. 
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A Few Drops More 


Where: Agiruur D9A3530-5 (3036, 
Khulam subsector). 

Contact: The group is likely to learn 
about this scenario from any number of 
sources. Some of the more likely are: 
any stop at Agiruur itself, or any search 
for news of paramilitary/mercenary op- 
portunities within the subsector; local 
pro-Imperial elements (such as the 
group’s pleased employers on Dijon), 
who will urge the PCs to help the group 
as the Civilian Board (the Civs); local 
SolSec agents, who would like to see 
the Mils win—the current Civ govern- 
ment has not been particularly happy 
about “membership” in the Confedera- 
tion. 

Through any one of these sources, 
the PC group will learn that interesting 
events are afoot on Solomani-controlled 
Agiruur. The local government, an un- 
cooperative body of old, retired Imperial 
officers know as the Civs, has made life 
difficult for the Solomani administrative 





liaisons ever since they arrived on- 
planet. Within the past few weeks, these 
liaisons urged a number of pro-Solo- 
mani local militia officers to unseat the 
old government in favor of a “new, re- 
sponsible, indigenous government”— 
namely, the militia officers themselves. 
The leaders of the coup—the Mils— 
have failed to take control of Pizarrur, 
the world’s major city, but did mange to 
seize Agiruur’s all-important environ- 
mental processing complex. If the Mils 
can hold on the complex, the Civs will 
have to back down. If the Civs can wrest 
control of the complex back from the 
Mils, the coup will be broken. 

This scenario will not work if the PCs 
have an operational starship at their 
disposal. Inthe event that the PC group 
does have a ship, their maneuver drive 
must break down before they get wind 
of the situation. Similarly, any auxiliary 
craft should be disabled or sabotaged 
by local opposition. This will compel the 
PCs to rely on the local (primitive) tech- 
nology. 
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ARRIVING AT AGIRUUR 

When the characters debark at 
Agiruur, it seems hard to imagine why 
anyone is bothering to fight for domina- 
tion of the planet. Wreathed in an exotic, 
vaguely bluish atmosphere, Agiruuris a 
Failing world that stabilized its post-war 
situation by taking advantage of every 
scrap of technology spared by the Re- 
bellion. By consolidating living quarters 
and slowly adapting their environmen- 
tal systems to simpler, low-tech de- 
signs, the Aggies (as inhabitants of 
Agiruurcallthemselves) have managed 
to prevent catastrophic life support fail- 
ures. Water productionis stilla problem, 
though. Tremendous amounts of en- 
ergy are required to convert the local 
fluids (a peroxide and polymer soup) 
into potable H,O. A large, geothermal- 
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powered fluid conversion station pro- 
vides 90% of the planet’s water needs. 

Being essential to the community, 
this large complex was a natural target 
of the Mils. So when the junta tried to 
take over, its first move was an attempt 
to seize the water conversion facility. 
The first force sent against the facility 
failed. But afew weeks ago, a follow-up 
force comprised of the local army’s com- 
mando unit (22 troopers, in all) took the 
conversion plant after suffering heavy 
losses. The surviving commandos have 
shut the water pumps off, spurring the 
civilian government to regain control of 
the site in a few days, lest dehydration 
force their capitulation. 

The surviving commandos will not be 
able to hold the water conversion plant 
without reinforcement, however. Con- 


sequently, the Mil leadership and the 
Civ oligarchs are in a race to reach the 
facility and gain control of it. 


THE JOB 

The PCs could wind up on either side 
of this civil war, depending upon their 
initial contacts and personal ethics. If 
the PCs attempt to discover which side 
is in the right, they'll find no clear an- 
swers but plenty of conflicting attitudes. 

The leaders of the Mil junta claim the 
local bureaucrats are ineffectual and 
lethargic leaders. In turn, the Civs claim 
that the Mil junta is comprised of fanat- 
ics and madmen who will stop at noth- 
ing to gain control of the planet. Both 
descriptions are biased. The Mil leaders 
want to restore technological capabili- 
ties and the starport in order to attract 
more off-world (which is to say, “Solo- 
mani”) commerce and reduce Agiruur’s 
general level of vulnerability. The Civs 
are motivated by their Imperial leanings 
and believe in a more conservative ap- 
proach to changing the fragile but func- 
tional status quo; they want to make 
sure the community does not over-ex- 
tend itself and meet with environmental 
disaster. 

The job is the same, regardless of 
which side the PCs join—command the 
unit that willbe sent to take control ofthe 
water conversion complex. Personnel 
must remain in oxygen masks the whole 
time. Note that the necessity of wearing 
air-tanks will also reduce the load any 
individual can carry. Each vehicle is 
equipped with an atmospheric oxygen 
extractor/compressor unit for refilling 
the tanks. 

Both sides offer modest pay—Cr300 
per day, plus a Cr500 bonus for suc- 
cess. 


FOR THE REFEREE 

Civs: The Civs have up to 12 troops 
and three trucks to spare for this opera- 
tion (reduce the troop numbers accord- 
ingly ifthe PCs are working forthe Civs). 
The Civs are also sending four repair 
technicians in a fourth truck, justincase 
key components of the facility are dam- 
aged in the fighting. The vehicles in- 
clude two Oxwain trucks and two 
PinkerToro armored trucks. 

Mils: The Mils have only six men for 
this operation; the rest of their troops 
are committed to maintaining the junta’s 
tenuous toehold within Pizarrurcity. They 
have one Landbear tank at their dis- 
posal. 

In addition to the force being sent, 
four commandos are at the facility, two 
of whom are badly wounded. 

Troops: The troops of both sides are 
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armored in mesh and armed with a mix of 7mm carbines, 7mm rifles 
and revolvers of various bore sizes. Filter masks are standard issue. 
Both sides will have to cover 250 kilometers of open country or 340 
kilometers of road to get to the facility. The terrain is along repetition 
of rolling slopes and barren, lifeless ground, with one band of low 
hills. 

If both sides select the same path (e.g., both opt to take the only 
road leading to the water conversion facility), they are almost sure 
to come into contact with each other before they arrive. If one side 
gets to the facility first, the other faction will attack them when they 
finally arrive. But remember—the facility itself must not sustain 
major damage. This gives the defenders a tremendous advantage. 

Alternatives: Should the PCs be interested in scenarios with 
plenty of military action, referees should feel free to double or even 
triple the size of the contingents above. It is also possible to bring in 
units from interested city-states. 

For instance, SolSec wants to see the Mils win and would be quite 
willing to send a platoon of mercenaries or common thugs. On the 
other hand, both Dijon and the anti-Solomani radicals on Boley 
would like to see the Civs prevail. They might each send a few 
squads of infantry to help out. Agiruur’s internal squabbles could 
easily escalate into a major international event. This, of course, 
would attract corsairs, star vikings and merc units, all of which would 
further intensify the conflict. Q 





If you liked this adventure, you'll love Astrogators’ Guide to the 
Diaspora Sector, coming soon from GDW. 


MegaTraveller 


cae 
It's 1999. America’s inner cities are tore “ 
by riots and ruled by drugs. Wars see 

in the deserts and jungles of the tire 
world, Techno-terrorists : 

up the ante against the 

fallen superpowers and 

corporate giants. Only 

the tough survive... 


we Pees we ee 
OPERATIVE’S.” KIT 


SURVIVAL SKILLS 


Have you got what it takes to make it in the cutthroat world of techno- 
terrorism, industrial espionage, and para-military action? The BlackEagle 
Op’s Kitgives you all the tricks and techniques for getting the job done right, 
getting it done fast, and keeping your character alive while doing it. The Kit 
contains two sourcebooks for players and GM's alike: the Tactics and 
Investigations Handbook, covering the how-to's of infiltrating high-security 
office-blocks, conducting jungle operations, interrogating informants, plus 
hundreds of other pointers; and the Operations Policy Handbook, covering 
BlackEagle company policy on operations, contracts, 
support, and benefits for its operatives, the most 
respected troubleshooters in the rocky, post-cold- 

war world. 


Also Available: Nightwalker/The Villee Affair 

and the Millennium’s End GM Screen and 

1999 Datasource. Nightwalker has three 

complete adventures, alongwith source 

material and new body maps, in an 

88-page book. The GM Screen 

puts all of the tables and infor- 

mation needed for combat, dam- 

age resolution and vehicle use in one 11" x 32" screen. It comes with an indispensible 

32-page sourcebook, new character sheets, and an 11" x 17" Body Map card with all 

the previously published body maps, plus a bunch of new ones—over thirty in all, in 
one handy place. 


Millennium's End RP Game System (011-000) 144p. $14.95 
BlackEagle/BlackEagle Operative’s Kit (011-003) $14.95 
Nightwalker/The Villee Affair (011-001) 88p. $11.95 

GM Screen and 1999 Datasource (011-002) $11.95 

If you don't see Millennium’s End at your 

game store, ask for it. Or contact: 


Chameleon Eclectic. Butentainorent 
P.O. Box 10262 Blacksburg, Virginia 24062-0262 800.435.9930 





Millennium’s End is Chameleon Eciectic’s trademark for its contemporary roleplaying system. 
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The Power And The Glory 


Have you ever: 


e Been forced to 

retire a powerful 
character? 

e Played ina 

high-level cam- 

paign that got ole 

of control? 

e Felt limited by 

the scope of your 

RPG? 

A etletcre MB oommrileucd ~~ is a 
background, set- r-qMiNag 
ting, and defini- 1 
tion for your 

clerical charac- 

ters? oe 
e Wanted to play —-_ ge , 
Ie L Aad Tae 


Your search is over; The Primal Order (TPO) has arrived. This 
flagship product from Wizards of the Coast gives detailed, 
intuitive guidelines explaining aspects of godhood never be- To oT eer ele tee Celie (oy 
fore covered in the gaming industry. TPO is what we call a pe stoned a etc 

g and to be put on the mailing list 
capsystem—a system of rules designed to be an extension of —_|fo; our FREE newsletter, The 
any game system on the market. We have included specific Apothecary. 
integration notes for eighteen of the most popular games on 
the market. So pick up a copy of The Primal Order and your 


campaign may never be the same again. zaps 


Coming Soon 
Pawns: The Opening Move ¢ WOC0400 ¢ $15.00 ( LC&sr ST 
Pawns: The Opening Move is a compilation of the minions and servitors deities use in the operation of their churches 


and the enforcement of their ideals and desires. Included are the complete statistics and abilities of over 40 divine-level creatures. PO Box 707 

Amply illustrated by the best artists, Patuns: The Opening Move will assist GMs tn creating exciting scenarios for their players. 

Written by industry-leading author Nigel Findley, this reference for The Primal Order promises to be a “must have” for GMs Renton, WA 98057-0707 
Caro SAT o Se 
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Mayday. This is the Forty Niner. We are under attack from the second moon of Apollo. 
We have suffered severe power plant damage and have internal fires. Mayday. This is 
the Forty Niner.... (transmission ceases) 


mayday was received from a prospecting vessel of American registry in the Mu Herculis system. The vessel reported being 
under attack from one of Apollo’s moons. An American military vessel was sent to investigate and encountered an 
unexpected adversary. 

Setup: Place aplanet counter in the center of the map. This counter represents Apollo. The American vessel enters from 


the fire side of the map. The alien weapons are set up within four hexes of the planet. 
Victory: The American wins if he destroys all the alien weapons. The alien wins if he destroys the American vessel. 
Intruder: America: Concord-class system defense boat (use the statistics for the British Exeter) (CQ+1). 
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Native: Alien: Four Sphere “missiles” 

Combat Performance Data: Move- 
ment: 8 Radiated Signature: 1 Radial 
Reflected Signature: 1 Radial Target 
Profile:-5 Lateral Target Profile:—5 Hull 
Hits: 1/1/1 Power Plant Hits: 1/1 Arma- 
ment: One unlimited shot 1x1 laser or 
one detonation attack as a 5x2 detona- 
tion laser Active Sensors: 10 Passive 
Sensors:5 Screens: 3 

These alien weapons consist prima- 
rily of energy bound within a magnetic 
containment field. At the center of the 
weapon is the power plant and field 
generator. The weapon forms its com- 
ponents by rearranging the energy within 
its field. Fortunately for the American 
vessel, the weapons have been se- 
verely weakened by the ravages of time. 


The military quarantined the area of 
space immediately around Apollo after 
the Forty Niner incident. | hear they 
brought in some experts on xeno-ar- 
chaeology. Rumor has it they found 


i ee 
MULTIPURPOSE 


ROOM. 
Sd Gao 


something old and alien on the moon 
that the Niner mentioned in her last 
transmission. 

This adventure deals with a mission 
into the asteroid belt that rings Mu 
Herculis at 4.5 AU distance. The pur- 
pose of the mission is to locate an alien 
base in the belt. This adventure is in- 
tended for a group of experienced char- 
acters. 

The PCs have heard about the de- 
struction of the prospecting ship Forty 
Ninernear Apollo. They have also have 
heard about the encounter between the 
Wheston (the SDB) and an unknown 
force. (the exact details depend on the 
outcome of the above encounter). The 
PCs are aware that the American gov- 
ernment has closed ofthe area of space 
around Apollo. 

PCs with friends in the military or 
government (or PCs who are in the 
military or government themselves) are 
aware that the Forty Niner was de- 
stroyed by alien weapons and that the 


STORAGE AREA 


ae Se 


| EQUIPMENT 
l ROOM 
es feo fifo 
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SDB Wheston engaged the same alien 
weapons. According to the reports, the 
weapons were not the product of any 
known races’ technology. Because of 
the potential danger, the area has been 
sealed off. PCs with access to high- 
level information know that an alien 
base of great age has been located on 
one of Apollo’s moons. No one is sure 
why the base launched an attack on the 
Forty Niner, since other ships have been 
through the area without being attacked. 
Naturally, there will be speculation that 
the base was somehow involved with 
the disappearance of the Carolina 
Dream. 

Finally, all the PCs hear about a sec- 
ond tragedy that strikes the Forty Niner 
Prospecting Company (the company 
that owned the Forty Niner). The orbital 
station used by FNPC exploded a day 
after the destruction of the Forty Niner, 
killing allthe surviving FNPC personnel, 
except Rosco Jones. Jones, a well 
known and respected prospector, was 
aboard the company’s other vessel, the 
Gold Rush, when the station was de- 
stroyed. 


GETTING THE PCS INVOLVED 

The PCs are contacted by Rosco 
Jones. He wants to hire the PCs to help 
him investigate what happened. He has 
access to the Gold Rush, a Mammoth- 
class freighter (with two Cargo Devil 
freight handlers), if the PCs don’t have 
a ship of their own. The vessel is carry- 
ing custom-made modules that make 
the vessel into afair prospecting vessel. 
The Gold Rush has a special sensor 
module, a module containing a geologi- 
cal laboratory, a module containing dig- 
ging and sample-taking equipment and 
a base camp module—the rest of the 
modules are standard cargo modules. 

Jones says his partners sent a mes- 
sage from the belt saying that the group 
had made a very important discovery 
along their prospecting route and that 
they were going to proceed to Apollo. 
They finished by saying that they would 
be bringing a big surprise back. They 
didn’t go into details because they did 
not want to broadcast the specifics of 
their find until they were able to stake a 
legal claim on it. Jones says that he 
knows the prospecting route they were 
following when they made their discov- 
ery. He wants to hire the PCs to go with 
him into the belt to retrace his partners’ 
movements and locate what they found 
that sent them to their untimely deaths. 
He offers pay appropriate to the PCs’ 
experience, reputation and abilities. If 
asked, he says that he suspects that the 
two events (the destruction of the Forty 
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Niner and the destruction of the FNPC 
station) are connected and that he is 
worried about his own life. 


THE REAL STORY 

The Forty Niners crew discovered 
an alien base in the belt. While investi- 
gating it, they accidentally re-activated 
the computer. The computer captured 
the crew and replaced their brains with 
robotic brains. The computer then sent 
its servants to destroy its old enemy, the 
computer based on one of Apollo’s 
moons. The asteroid computer was 
thwarted in its plans when the Apollo 
computer noted the approach of the 
vessel and scanned it. The scanning 
revealed the presence of the robotic 
brains, and the Apollo computer sent its 
weapons to destroy the vessel. Prior to 
the destruction of the vessel, the Apollo 
computer captured one of the robot- 
humans and replaced the asteroid 
computer's brain with one of its own. 
This robot-human was sent (via a one- 
use vessel, similar to the alien weap- 
ons) to gather a force to attack the 
asteroid computer. The robot-human 
was detected by the other FNPC per- 
sonnel, and it was forced to kill them to 
avoid being exposed. The robot-human 
is, of course, Rosco Jones. 

Rosco Jones: The robot-human 
Jones functions as a Veteran NPC with 
an Initiative of 7. The robot brain is 
programmed with Sidearm 3, Combat 
Rifleman 3, Computer 3, Pilot 2, Pros- 
pecting 2, Demolitions 2. Jonesis armed 
with a Mueller-Rivera P-3 anda Mueller- 
Rivera F-19. The robot brain is pro- 
grammed with apersonality thatis based 
on the information the computer was 
able to acquire from Jones’ brain. Jones 
can pass as a human being, provided 
he does not engage in long conversa- 
tions. Unfortunately for the computer, 
Jones was legendary as anonstoptalker. 
If asked about his quietness, he will say 
that the tragedies have made him not 
want to talk. Naturally, he will avoid 
people who knew the real Jones well. 
His mission is to locate the asteroid 
computer and destroy it. To this end, he 
has a large supply of mining explosives 
aboard the Gold Rush. 


Task: To notice thatJones is not human: 
Difficult. Psychology. 10 minutes. 

Referee:Asuccesstful roll willrevealthat 
whatever Jones is, he is nota human. The 
rollshould be made secretly for all charac- 
ters with Psychology skill. 


INTO THE BELT 
The asteroid belt is 4.5 AU from the 
sun. It is quite dense and contains radio- 
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active ores and other valuable com- 
modities. Only recently, small, indepen- 
dent mining companies have begun to 
exploit the belt’s resources. There have 
been several lucrative finds in the belt. 
One expedition found several pieces of 
a manufactured alloy on an asteroid 
that turned out to be very, very old and 
not of human manufacture. No other 
such finds have been made. 

Going over the Forty Niners pros- 
pecting route will be a long and tedious 
task. There are a total of 32 asteroids on 
the route. The asteroid the PCs are 
looking foristhe 28th asteroid (the Forty 
Niner crew only prospected that far). 
Asteroids 1 through 28 are marked as 
being checked, so 29-32 can be ig- 
nored. 


Task: To examine an asteroid: Rou- 
tine. Prospecting. 30 minutes. 

Referee: The time rollis reduced by 1 
foreach personwho makes the task roll. 
Minimum time is 30 minutes, however. 


This roll should be made in secretso the 
players will not be certain they have not 
missed something. 


STALKER ON THE ROCK 

Once the PCs have been lulled into a 
false sense of security, it will be time to 
spring a nasty surprise on them. The 
previous expedition disturbed a robotic 
combat unit laying dormant beneath the 
asteroid’s surface. It was slow to re- 
cover from its long rest, and the first 
expedition left before it could take ac- 
tion. Nowitis alert and ready to deal with 
any invaders. 

Robotic Combat Unit: The unit looks 
somewhat like a dull gray praying man- 
tis. It is four meters in length, and has 
four legs and two arms. 

Armor Value: 3 Life Level: 25 Initia- 
tive: 7 Hit: Routine 

It is considered a Veteran NPC and 
moves like a human. Its arms are 
equipped with extendible blades (Me- 
lee Range: Short Melee Skill Modifier: 
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+2 DP: 0.4) and laser weapons (treat as 
Mueller-Rivera P-3s, with 40 pulses). 
The unitis also equipped with two chest- 
mounted plasma guns. Fortunately for 
the PCs, its ammunition hoppers are 
empty. The robot is extremely sophisti- 
cated and will act intelligent in combat. 
The robot (or parts of it) would be very 
valuable to human scientists or a ro- 
botic company as the unit’s CPU and 
batteries are highly advanced relative 
to human technology. 


ALIEN BASE 

Asteroid 28 contains the alien base. 
A visual inspection of the asteroid at 
close range (or using magnifying view- 
ing devices) reveals the existence of an 
airlock, as well as a metallic protrusion 
from the asteroid’s lower side (relative 
to the arrangement of the base). The 
broken metallic pylon indicates the as- 
teroid was once part of a larger struc- 
ture. The asteroid is also oddly scarred 
inplaces (from laser and particle weapon 
hits). 


Level 1 

Access can be gained to this level via 
the airlocks on the top of the asteroid or 
viathe airlock onthe side. Allthe airlocks 
are operational and will open when the 
controls are touched. The interior of the 
base is lit with white light, and every- 
thing is scaled to human size. These 
facts indicate that the base personnel 


Authors Needed 


Challenge, the magazine of science-fic- 
tion gaming, is seeking article submissions. 
We will consider articles on nearly any sci- 
ence-fiction roleplaying game by nearly 
any publisher. 

Send ina SASE for our free submission 
guidelines to Challenge, PO Box 1646, 
Bloomington, IL 61702-1646 USA. 


Journeys, the journal of multidimen- 


sional roleplaying, is also seeking 
submissions. We will consider articles on 
nearly any multigenre roleplaying game 


‘by nearly any publisher, including any 
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Dangerous Journeys genre, GURPS, the 
Hero System, Torg, Amber, Dream Park 
and other games, as well as cross-genre 
articles and some few pieces of general 
interest. 

Send in a SASE for our free submission 
guidelines to Journeys, PO Box 1646, 
Bloomington, IL 61702-1646 USA. 
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were about the same size as humans 
and probably lived under a yellow sun. 
If the age of the base is checked scien- 
tifically, it will be found to be several 
hundred years old (at least). 

The interior has a very thin atmo- 
sphere, not quite enough to breath. 

Storage Area: This area contains 
plastic containers. Some of the contain- 
ers hold mechanical and electrical parts, 
but most contain remnants of organic 
material (food). The organic material 
would have been somewhat toxic to 
humans when it was fresh; now it would 
be very bad to consume. The contain- 
ers are badly dented in places, and 
some of them are smashed open, as if 
they were thrown about the room (they 
were, when the base was smashed 
from its pylon). 

Empty Chamber: A shredded and 
bloody human vacc suit with the name 
“Holtsen” is drifting about the room, 
orbited by globules of blood. 

Equipment Room: Numerous empty 
lockers hang open. Broken pieces of 
equipment (weapons, scientific gear, 
etc.) float about the room. The pieces 
would be valuable to researchers. There 
is a single vacc suit in the chamber, 
which indicates that the crew was evacu- 
ated from the base. The vace suit is 
human-sized, but the gloves are six 
fingered. The beings had an opposable 
thumb, four’ fingers and a fifth digit, 
possibly a claw-like structure, extend- 
ing from the outside of the hand. There 
is still some air in the tanks. The mix is 
primarily oxygen-nitrogen. 


Level 2 

Crew Quarters: These spartan quar- 
ters each contain two bunks, empty 
lockers and a terminal. 

Quarters: Like the crew quarters, 
except there are four bunks, four lock- 
ers and no terminals. 

Multipurpose Room: This room is 
equipped with exercise equipment, elec- 
tronic games and medical equipment. 
The medical equipment can provide 
information about the chemical compo- 
sition of the base personnel (their bio- 
chemistry is similar to that of humans, 
but there are several differences). This 
room is fully pressurized, and the auto- 
mated medical equipment has been in 
use recently. There are bloodstains on 
the table and on the door of what ap- 
pears to be a disposal unit. 

Galley: There is a broken Mueller- 
Rivera laser pistol floating in the room, 
along with globules of human blood. A 
vacc suit helmet with a shattered face 
plate also floats in the room. The wall 
between the galley and the multipur- 


pose room bears marks from laser fire. 


Level 3 

Control Center: This room contains 
the controls for the base’s weapon sys- 
tems. Several ofthe control panels have 
been destroyed by weapons fire re- 
cently, andthere are globules of blood in 
the room. 

Computer Access: The base com- 
puter is accessed from here. The com- 
puter is very advanced and is intelligent 
(capable of intelligent actions and self 
direction), but it is not self aware. It is 
programmed to defend the base and 
destroy its enemy, the computer on 
Apollo. The computer can be destroyed 
by explosives or other violence directed 
at it from this area. 


Level 4 

Power Plant/Manufacturing/Weap- 
ons Access: This is the access area to 
the base’s power plant, manufacturing 
systems and weapon systems. The 
power plant is a highly advanced fusion 
reactor. The manufacturing systems are 
designed to produce replacement com- 
ponents (including robotic brains). The 
weapon systems are two advanced la- 
sers that would fire from the rectangle 
that extrudes from the asteroid if they 
were still operational. 


DANGERS 

Three Stalker robots are active on 
the base and are computer-directed. 
Their plasma guns (treat as Quinn- 
Darlan Mk 2-A2PGMPs) are fully loaded. 
They will attempt to capture the PCs 
alive in order to replace their brains with 
robot brains. 


FINISH 

If the robot-human Jones destroys 
the computer, he will attempt to report 
back to his controlling computer on 
Apollo. He will do anything to complete 
his mission. 

lf the PCs survive and inform the 
authorities about the base, the base will 
be confiscated by the government, but 
the PCs will receive some compensa- 
tion. The base itself is of great scientific 
interest, and the equipment in it, espe- 
cially the computer, are of great value. If 
scientists have the opportunity to study 
the base, they will conclude that it actu- 
ally is not a base at all, but part of a ship. 
The computer located on one of the 
moons of Apollo was once also part of a 
larger vessel. It will be speculated that 
two enemy vessels entered this star 
system, fought and crippled one an- 
other in the belt, and have been lying in 
wait, ready for another round. Q 
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PCs engaged in a simple courier job are 


thrown into the midst of industrial contami- 


nation in this Cyberpunk 2.0.2.0. adventure. 


This adventure can be set in any city that has an aerospace port. The PCs (or their contacts) 
are approached by two anonymous corporate agents (Logan Bilstants and Janet Towlend). The 
agents offer up to four PCs a simple courier job (additional PCs can come along but won't be 
paid). At least two of the PC must be solos, or the company will hire two NPC solos to go along. 
Bilstants and Towlend will not be accompanying the mission. Each hired PC will be paid $2000 
upon completion of the job. If the PCs are clever, they can bargain for up to an additional $1000 
each after learning the exact nature of the mission. 

The team is to pick up a delivery at the aerospace port and transport it to another transport 
team 20 miles away. The characters will make the pickup on the runway, then go immediately 
to the exchange site. An orbital air spaceplane is scheduled to land at the aerospace port late 
at night. The spaceplane is supposed to drop off its normal passengers and cargo at the terminal, 
then taxi over to the hangar area, where the PCs will be waiting. Bilstants and Towlend say they 
do not foresee any trouble, but they always expect the unexpected. The PCs will be equipped 
with a courier van, but they must provide the rest of their equipment. The van has been equipped 
to transport hazardous biological and chemical materials. The PCs may point out that 
transporting hazardous agents in unmarked vehicles is illegal. If they make too much of a fuss 
about it, they could end up dead. 


CRASH LANDING 

Bilstants and Towlend suggest that the PCs listen to the air traffic control tower transmissions 
onthe van’s radio so they can be ready to meet the shuttle as soon as possible. As they wait for 
the shuttle, the PCs hear the spaceplane pilot requesting landing confirmation. The next thing 
they hear is aloud explosion in the background, followed by dead silence. Then the voice of the 
air traffic controller warns the spaceplane that it is coming down too fast. There is no reply from 
the spaceplane. In a matter of seconds, the PCs see the spaceplane’s lights as it plummets 
toward Earth. The spaceplane hits the runway, its landing gear still up, and skids down the 
tarmac. During its skid, a wingtip strikes a fuel truck, and sparks from the skidding ignite it, 
creating a fireball on the runway. 

The spaceplane, with patches of burning fuel on it, comes to a halt not far from the PCs. The 
spaceplane sits on the runway, smoking, for a few minutes, then the explosive bolts of its 
emergency escape hatch are fired, throwing the door onto the runway and allowing two figures 
to emerge. The two individuals (Jackson and Spender) immediately charge the PCs, guns 
blazing. During the course of the firefight, a third person (Weston) leaves the hatch carrying a 
bulky object (a container of Agent-454) and runs through the chain-link fence and into a nearby 
swamp. A Difficult: Awareness/Notice roll enables a PC to spot the fleeing figure. Four minutes 
after Jackson and Spender attack, four airport security guards arrive and attack Jackson and 
Spender. Five minutes later, eight more guards arrive. Under the influence of A-454, Jackson 
and Spender will fight either until they are killed or until they kill everything in sight (then they will 
turn on each other). When Jackson and Spender are neutralized, the guards ask the surviving 
PCs to remain for questioning. 


Challenge 67 43 


SPACEPLANE 

The spaceplane has been moder- 
ately damaged by its semicontrolled 
landing (Jackson “piloted” it in) and will 
require repairs before it can be used 
again. Emergency crews will move in 
after the firefight, but they will be happy 
to let the PCs take alook inside. Use the 
map provided on page 28 of Near Orbit 
for the spaceplane’s interior. 

If the PCs Enter the Shuttle: The 
emergency escape hatch opens into 
the passage between the cockpit and 
the passenger section. The door to the 
cockpit has been blasted open, and 
dead crewmembers are in their seats, 
except for the pilot, who is on the floor 
(he was thrown there by Jackson). The 
controls have been shot up. The pas- 
senger section is full of dead people 
who are still strapped in for the landing. 
They have all been shot. 

The right-hand cargo bay door is 
undamaged, and the interior contains 
cargo boxes. The left-hand bay door is 
open, and the interior contains numer- 
ous transport boxes as well as three 
acceleration couches. 

Near the couches is a standard haz- 
ardous material transport container, 
which is open. It has room for three 
containment modules, but only contains 
two. If the transport container is care- 
fully examined, anAverage: Awareness/ 
Notice roll reveals a tiny puncture in the 
top of the container. If the PCs pull out 


the top module, they find that it contains 
two metalcanisters with biohazard mark- 
ings. One of them has atiny holethrough 
it and is empty. If the PCs check the 
angle of the holes, they will be able to 
find a tiny piece of metal embedded in 
the side of the container and a tiny, 
sealed hole in the spaceplane’s hull. 

After the PCs find the container and 
have achance to examine it, Bilstants, 
Towlend and four corporate solos show 
up in CBN suits. They load the container 
onto ahazardous materialtransport van. 
The PCs are taken to a corporate hos- 
pital, examined via remote instruments, 
then released for a briefing (see below). 

If the PCs Don’t Enter the Shuttle: 
If the PCs opt not to enter the shuttle, 
Bilstants, Towlend and four corporate 
solos arrive in CBN suits. Two of the 
solos and Bilstants stay with the PCs 
while Towlend and the other two solos 
enter the shuttle and remove the con- 
tainer to the van. The PCs are taken to 
another van and brought to the briefing. 

Other Alternatives: The PCs may 
decide (for some reason) to take the 
container. If they do, the corporation will 
hunt them mercilessly and kill them ina 
very painful manner. 

Ifthe player characters resist Bilstants 
and Towlend, the pair will use force if 
necessary to get them to go to the 
briefing. The agents have no qualms 
about snuffing all the PCs on the spot if 
need be. 


Agent-454 


BRIEFING 

The PCs are taken to an office rental 
building and escorted to an office onthe 
10th floor, accompanied by Bilstants, 
Towlend and their four solos. Weapons 
are left in a vault in the lobby. The group 
waits inthe room for about an hour, then 
a middle-aged woman enters, along 
with two aides and two solos. The aides 
set up a computer linked to a projector. 
The woman, whowill not give hername, 
tells the PCs that part of what they were 
hired to transport has been taken from 
the shuttle and that the company would 
like to hire them to recover the missing 
item. She will offer them $100 aday and 
is willing to go up to $300 a day, with a 
bonus of $2000 each for the recovery of 
the item. This fee includes the price of 
the PCs’ silence. If the PCs get obnox- 
ious, the woman indicates that she is 
more than willing to have them killed 
and replaced by more reasonable 
people. 

Ifthe PCs acceptthe deal, the woman 
says the person with the missing item is 
Mark Weston, a freelance solo. She 
says that three men (Spender, Jackson 
and Weston) were transporting a new 
military-grade biological agent. Based 
on Towlend’s report (and any informa- 
tion the PCs provide), the spaceplane 
was apparently struck by a small piece 
of metal which pierced one of the con- 
tainers, releasing the agent. 

The agent affected the three men 
and caused them to kill everyone else 
on the shuttle. 

If asked, the woman will explain that 
the military agent induces paranoia and 


Type: Military agent 

Strength: +3 

Diff: 30 

Cost: N/A 

Duration: 4D10 hours 

Agent-454 is a heavy-duty military agent which combines a witches’ brew of viruses, 
chemical compounds and even a few nanites. The effects on those exposed to it are as 
follows: REF is increased by 3. It negates pain effects (+3 to stun saves. It increases Cl 
by 3. The agent also has the following side effects: paranoia (see page 114 of Cyberpunk 
2.0.2.0.), psychotic rage (see page 114 of Cyberpunk 2.0.2.0.). Fortunately, the agent has 
no lasting side effects. Ittakes 1D10 minutes for the agent to go into effect after if breathed 
in, 2D10 if there is only skin contact. 

Ifaperson exposed tothe agenthas enhanced antibodies, toxin binders or nanosurgeons, 
the agent will interact with the nanites. The result of this interaction doubles the agent's 
duration (4D10x2 hours), but reduces the psychotic rage effects as follows: Each hour the 
user/victim has a50% chance of going into apsychotic rage for 3D6 minutes. Afterthe rage 
ends, the person will be extremely paranoid (even more than normal for the drug) for 1D6 
hours. At the end of the agent's duration, there will be no agent-induced side effects. The 
agent takes 2D10 minutes to work if breathed in, 4D10 if there is only skin contact. 

The drug currently exists only ina gaseous form. One canister can produce enough gas 
to filla sphere 10 meters in diameter. Of course, the actual area of effect depends on wind, 
the amount of the agent released and so forth. Aperson in an airtight suit (like a space suit) 
cannot be affected by the agent, while a person with some sort of filter or breathing 
apparatus (like nose filters or any oxygen mask) can be affected by skin contact. 

The agent is currently unlicensed and is quite illegal to produce, possess or sell. 


homicidal mania in those exposed to it. 
The agent decomposes rapidly (which 
is why the PCs were not affected by it) 
but has along duration (estimated to be 
as long as 40 hours). If asked why 
Weston didn’t attack, she says he is 
known to have enhanced antibodies 
which may have interacted strangely 
with the agent. 

The woman provides the PCs with 
pictures of Weston, as well as all avail- 
able data about him. She then closes 
the meeting and leaves. 

If the PCs do not accept the job, 
Bilstants, Towlend andthe woman leave, 
and six solos waiting outside attack. If 
the PCs escape, they will be hunted 
mercilessly by the corporation and will 
be killed if they are ever caught. 

If the PCs realize that the company is 
upto something illegal, they may decide 
to go to the government. However, with- 
out evidence (some A-454) they will be 
unable to convince the government to 
aid them. If they go to a company for 
help, the company may be responsive 
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and hire them to get the A-454. Of 
course, the PCs don’t know which cor- 
poration they are currently working for, 
so there is a chance they may contact 
the very company they have been deal- 
ing with, which would be a bad thing. 


HUNT 

After fleeing the crash site, Weston 
enters the city. In his current condition, 
he is convinced that the shuttle was 
shot down and that enemies are hunting 
him, trying to steal the A-454 he is 
guarding. Weston spends his time mov- 
ing about the city, for he is far too para- 
noid to stay in one place for long. While 
he is almost normal at times, he is 
subject to random fits of homicidal ma- 
nia. During such fits, he will attack any- 
thing around him. Once afit has passed, 
he will be convinced that he has just 
fought off “the enemies,” and he wilt 
seek aplace to hide. While these fits will 
result in many deaths, they will also 
provide a way for the PCs to locate 
Weston since they can monitor the po- 
lice bands for reports of psychos. Of 
course, this method may lead them to 
unrelated incidents (after all, there are 
all sorts of “normal” psychos in modern 
cities). 

Once the PCs find Weston, they can- 
not simply gun him down. He has one 
canister of A-454 on him, and shooting 
him is likely to result in the canister being 
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pierced. This would release the A-454 
and would result in avery bad situation, 
especially if it occurred in a crowded 
area. Further,. Weston has hidden the 
other canister (the exact location is left 
to the referee), and it will be found (and 
probably opened) by somebody at some 
point if left there. The company that 
hired the PCs will definitely want the 
other canister back, and the PCs may 
be able to negotiate for additional money 
for finding it (up to another $1000 each). 
If Weston is taken alive, the player char- 
acters may be able to get the informa- 
tion out of him. 

If80 hours pass from the time Weston 
was exposed (the shuttle landed about 
half an hour after he was affected), he 
will recover from the agent, contact the 
company and return the canisters. Ifthe 
PCs find him before he is able to contact 
the company, he willgo along with them 
(since he was supposed to deliver the 
items to them in the first place), and the 
PCs will receive their reward. 


RESOLUTION 

If the PCs take Weston alive and 
return both canisters, the company will 
pay them the agreed fee, plus an addi- 
tional $500 each. If the player charac- 
ters kill Weston but return both canis- 
ters, they will be paid the agreed fee. In 
both cases, the company will see the 
PCs as dependable and will hire them in 


Chainlink fence 


Building 


the future for similar jobs. 

If the PCs return one canister, they 
will be paid half their fee and may be 
hired for later jobs. What happens to the 
other canister is left up to the referee. If 
the PCs’ actions result in exposing 
people to A-454 (for example, if they 
shoot a hole in the canister) the com- 
pany will not pay them. 

If the PCs decide to turn one or both 
canisters over to the government or 
another corporation, they may receivea 
large sum of money (more from another 
corporation than from the government). 
If the government receives the A-454, it 
will investigate the situation (A-454 is 
quite illegal in most countries), while a 
corporation will either use it to blackmail 
the company that produced it or will 
duplicate it for its own purposes. In 
either case, the company will seek to 
retaliate against the PCs. 

If the PCs get killed, they will be 
buried or sent to the body banks, de- 
pending on their funeral arrangements. 


LOGAN BILSTANTS 

Role: Corporate 

Int:8 Ref:7 Tech: 6 Cool: 6 

Attr:6 Luck: 7 MA:4 Body:6 

Emp: 5 

Skills: Resources +4, Personal 
Grooming +3, Wardrobe and Style +4, 
Human Perception +3, Interview +6, 
Social +4, Education & Gen. Knowl- 
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edge+6, Athletics+2, Handgun +2. 

Cybernetics: Cyberaudio with phone 
splice, skin watch. 

Equipment: Mini cell phone, pocket 
computer, Militech Arms Avenger. 

Description: Bilstants is typical of 
the mid-level corporate involved in hir- 
ing outsiders. Rather unimaginative, he 
does not have much personal initiative, 
but is loyal to the company. To him, the 
PCs are just tools like his phone or 
computer. 


JANET TOWLEND 

Role: Corporate 

Int:9 Ref:7 Tech: 7 Cool: 8 

Attr:8 Luck:7 MA:5 Body: 7 

Emp: 6 

Skills: Resources +5, Personal 
Grooming +5, Wardrobe and Style +5, 
Intimidate +2, Human Perception +4, 
Seduction +3, Social +4, Language 
(French) +2, Stock Market +2, Athletics 
+3, Martial Arts (Karate) +3, Handgun 
+4, 

Cybernetics: Neural ware proces- 
sor, interface plugs, contraceptive im- 
plant, enhanced antibodies, scratchers. 

Equipment: Mini cell phone, pocket 
computer, smartchipped Federated 
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Description: Towlend was born to a 
poor family. Her brother and two of his 
friends were killed protecting her froma 
streetgang, and things got worse until 
she earned a corporate scholarship to 
college. She excelled in school and 
happily joined her sponsoring corpora- 
tion to work off her debt. Once she got 
into the corporate world, she began 
using every means available to her to 
advance her power and position. While 
is aruthless, power-hungry person, she 
consistently earmarks funds for college 
scholarships and donates her time at 
the high school and college level. If the 
PCs impress her, she may incorporate 
them into her plans (she wants to de- 
velop atough group that is loyal to her). 
She could be a very useful ally for the 
PCs. 


CORPORATE SOLOS 

Role: Solo 

Int:5 Ref:7 Tech: 4 Cool: 7 

Attr:5 Luck:5 MA:4 Body:7 

Emp: 4 

Skills: Combat Sense +3, Interroga- 
tion +2, Athletics +4,Martial Arts (Ka- 
rate) +4, Handgun +5, Submachinegun 
+4, Drive +4. 

Cybernetics: Adrenal booster, neu- 
ral ware processor, smartgun link, 
cyberoptic (right) with targeting scope. 

Equipment: Smartchipped Stern- 
meyer Type 35, smartchipped Arasaka 
Minami 10, Kevlar armor jacket SP=14, 
Mastoid commo. 

Description: Corporate muscle. 
These stats reflect a standard corpo- 
rate solo. If the PCs are particularly 
tough, these NPCs can be beefed up a 
bit (heavier weapons, higher skills, etc.). 


JACKSON 

Role: Solo 

Int: 7 Ref:8 Tech: 6 Cool: 8 

Attr: 4 Luck:3 MA:4 Body:7 

Emp: 4 

Skills: Combat Sense +4, Aware- 
ness/Notice +3, Athletics +4, Hide/Evade 
+4, Brawling +5, Handgun +5, Subma- 
chinegun +4, Spaceplane Pilot +1, Z-G 
combat +1, EVA +1. 

Cybernetics: Speedware (Sande- 
vistan), rippers (both hands), cyberoptic 
(right) with targeting scope, low lite, 
antidazzle, neural ware processor and 
interface plugs. 

Equipment: Smartchipped H&K 
MPK-11, Sternmeyer Type 35, metal 
gear (torso only) SP=25, leather pants 
(legs)SP=2. 

Description: Jackson is from an Af- 
rican-American clan that is heavily in- 
volved in space. Unfortunately, he can- 


not handle 0G for long (the effects hit 
him faster and harder than normal), and 
he ended up drifting into security work. 
If the PCs don’t kill him, he will be 
grateful when he recovers and will be 
favorably inclined toward them. At the 
start of the adventure, Jackson willbe a 
homicidal maniac due to the A-454. 


SPENDER 

Role: Solo 

Int:3. Ref:8 Tech: 4 Cool: 7 

Attr:3 Luck:5 MA:6 Body:9 

Emp: 3 

Skills: Combat Sense +3, Strength 
Feat+4, Gamble +1, Archery +2, Athlet- 
ics +5, Brawling +7, Handgun +4, Rifle 
+7. 

Cybernetics: Cyberarm (right) 
equipped with hammerhand and hy- 
draulic rams, pain editor, neural ware 
processor, interface plugs. 

Equipment: Armalite .44, smart- 
chipped Kalishnikov A-80 heavy assault 
rifle, metal gear armor SP=25. 

Description: A macho-man, meat 
headed, killing machine, Spender 
doesn't like anyone smarter than him, 
which is just about everybody. At the 
start of the adventure, he will be in a 
homicidal state due to the A-454 (this is 
actually not much different from his nor- 
mal state). 


WESTON 

Role: Solo 

Int: 7 Ref: 9/11 Tech: 7 Cool: 9 

Attr:7 Luck: 4 MA:6 Body:79 

Emp: 2 

Skills: Combat Sense +6, Intimidate 
+2, Leadership +4, Hide/Evade +3, Wil- 
derness Survival +2, Athletics +5, Mar- 
tialArt (Karate) +4, Driving +2, Handgun 
+6, Submachinegun +6. 

Cybernetics: Kerenzikov booster- 
ware (+2), neural ware processor, inter- 
face plugs, subdermal armor, muscle 
and bone lace, enhanced antibodies, 
cyberoptic (right) with targeting scope, 
teleoptics, lowlite, antidazzle, cyberarm 
(right) with reinforced joints, RealSkinn, 
popup Militech arms X-22, nose filters. 

Equipment: Smartchipped Colt AMT 
Model 2000, H&K MPK-11, Metal Gear 
SP=25. 

Description: Weston is a former US 
soldier who is now a free-lance solo. He is 
an involuntary cyborg. During his service, 
he was shot up in a firefight and put back 
together with metal parts and nano- 
technology. His motivation is to accumu- 
late enough money to retire comfortably 
and have his metal parts replaced with 
cloned organic parts. If the PCs take him 
alive, he will be grateful and willing to aid 
them on occasion. Q 
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Every so often, a referee wants to use something in acampaign from 
another RPG. tt’s not that difficult, and current trends in RPGs make it 
easier. But before you begin, you need to consider some questions. 


WHY AM I DOING THIS? 

There are three main reasons for conversion: importing sce- 
narios, importing characters and exporting campaigns. 

Importing Scenarios: Often | see a scenario I'd like to use—but 
it's been written for a game my group doesn’t play. Rather than 
create new characters for a one-off scenario, | convert encounters 
and treasure into a system we use. If you do this a lot, the broad, 
anarchic canvas of the MegaTraveller Imperium is an excellent 
base campaign. Because of the vast distances and wide variations 
in worlds, there is almost nothing you can’t import into it. 

Importing Characters: Less often, | transfer characters into a 
new campaign. If you’re doing this alot—say the main thread of your 
campaign is time travel or hopping between parallel universes— 
GURPS is a good base rules system, because it covers a wide 
variety of campaign backgrounds and styles. 

Exporting Campaigns: Least often of all (and most difficult), you 
might keep a campaign running and change the underlying rules 
system. (I know a referee who used the MegaTraveller Imperium 
background with GUAPS Space rules.) 


WHICH WAY ARE WE GOING? 

Are you moving your PCs into a new campaign or extracting 
things from another game to use in your own? It’s harder to convert 
PCs to anew game system in terms of arithmetic and in changing 
the characters’ stories. If you are moving PCs, a dimensional gate 
is a good compromise; the PCs retain their existing history, home- 
worlds etc., but are moved wholesale into the new campaign, maybe 
with the long-term goal of finding a way home. 


HOW LONG WILL IT LAST? 


Is the converted material for a one-off session or a permanent part of’ 


your campaign? If the new stuff is around permanently, itcan wreck play 
balance. Creatures and NPCs are not normally a problem, but back- 
ground and equipment need to be watched. Suppose the PCs bring a 
Megatraveller fusion gun into your Cyberpunk game, for instance. 


WHAT WILL I TELL THE PCS? 

Howwill you explain the change to the players, especially if you’re 
moving the PCs to another universe? Here are some rationales I've 
used. Pick one, or use them as a springboard to inventing your own: 

Game Within a Game: The scenario is a virtual-reality computer 
game for training or entertainment. Creatures and equipment can- 
not be brought back to the “real world,” but the PCs might keep any 
experience they earn. Death will be painful, not permanent. 

Twilight Zone: The patron is a being from the far future or a 
parallel universe. The scenario may take place in the patron's world 
or the PCs’. Creatures and equipment may enter the campaign 
permanently, but will be one-off gimmicks and need notfit in with the 
restofthe campaign background. I’ve run fantasy scenarios in an SF 
setting with this approach, which shakes the players up wonderfully. 
The PCs should uncover this for themselves rather that being told. 

Conspiracy Theory: Don’t explain anything at all. Leave it to the 
PCs to notice discrepancies between what's happening to them and 


Sample Skill Levels for Generic NPCs 
2300AD_ Twilight GURPS Cyberpunk 
0 2 9 5 


Experience 
Green 
Experienced 1 4 12 
Veteran 2 15 7 
Elite 3 6 18 8 

For Traveller and MegaTraveller, use 2300 AD skill levels. 
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the game’s published background, then assure them there is no 
discrepancy, just something they haven't figured out yet. If you have 
no fixed explanation, wait for them to come up with an explanation 
you like during play, then adopt that as your rationale. 


HELPFUL TRENDS 

Several trends in gaming make conversion easier: 

NPC Experience Levels: Many games have simplified rules for 
generating NPCs. For example, 2300 AD splits NPCs into Green, 
Experienced, Veteran and Elite classes, with simplified attributes 
and a blanket set of die modifiers. It can be easier to bring new 
players into a campaign by starting them off with an NPC. If your 
game doesn’t use this approach, introduce it. Once you have 
generic levels of competence, you can determine that an Experi- 
enced NPC in the source game is an Experienced one in the target 
game, and that’s that. A knowledge of basic statistics and your 
favorite game will let you build your own conversion table. 

Task-Based Skills Rules: The current generation of RPGstends 
to group tasks into grade (Simple, Routine, etc.). If your system 
doesn't have this, introduce it. From then on a Simple task in one 
game is a Simple task in another. Typically, a character with minimal 
skill has a 50% chance of success at a Routine task, and other 
grades adjust the chance by several tens of percent either way (for 
example, in 40% chunks for 2300 AD or 50% steps in Cyberpunk). 


CONVERTING CHARACTERS 

Don't bother converting individual skills for NPCs. A given NPC 
will be, say, Experienced in every skill he needs to use in the 
scenario, and that’s that. The key aspects of NPCs are their 
personalities and physical tags (limps, wears a monocle or what- 
ever); these are invariably defined well enough in plain English. 

If you're converting PCs, start by reading both games thoroughly 
and making alist of which attributes and skills are equivalent. Often, 
one skill in game Ais covered by several in game B. If converting 
2300 AD PCs to GUFPS, the ubiquitous-Melee skill translates as 
equivalent levels in Brawling, Axe/Mace, Knife/Spear (for bayonets) 
and Shortsword (for machetes). Should the PC never have used a 
bayonet, it might be reasonable to drop the Spear skill, for example. 

Calculate the probability of dicing each level of attribute in both games, 
then translate based on this. For example, in converting a Traveller 
character to 2300, the PC may have Intelligence 8. The 4D6 probability 
is 76%, the chance of rolling a 16 or less. That translates to Intelligence 
12 in 2300, as 4 is always deducted from the roll. 

Calculate the probability of success at a Routine task in the old 
RPG for each skill the PC has. Convert the skill levels to give the 
same chance in the new system. Suppose a Cyberpunk PC needs 
to rolla 4+ on 1D10 to pick an Average lock; that gives him a7 in 10 
chance of success. The closest equivalent GURPS skill level would 
be Lockpicking-12, giving a 74% chance of success. The GURPS 
Basic Set has a table on page 45 for determining levels. 

Other attributes of a PC—weight, complexion, etc—can be 
converted in similar ways, or by the referee's best guess. Your PC 
may be bloodthirsty; in most games, that’s just the way you play him, 
butin GUAPS, it’s an attribute—the Bloodlust disadvantage. Things 
not converted at all in one system are either dropped on conversion 
or diced from scratch, according to which way you’re going. 


CONVERTING EQUIPMENT 

The key is to convert by function, not by statistics. Suppose your 2300 
AD PC has a Skyhopper jetpack. Nevermind the listed attributes; the 
function it fulfills inthe game is that ofthe MegaTraveller grav belt, sogive 
him one of those. Likewise, his portacamp becomes a hand computer, 
and the Cambaceres-class survey ship becomes a Type L lab ship. 

Weapons are often easier to convert; most games have a9 mm 
pistol, so your Twilight: 2000 Beretta 92M becomes a Traylor M-47 
in 2300 AD or a plain vanilla auto pistol in MegaTraveller. Q 
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valued as machismo—often more so! A 
gentleman can go farther and impress 
more of the right people than a macho 
he-man. The action-oriented types 
modify their behavior to act ina 
somewhat respectable fashion, 
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etc. Even Americans practice some Pp 
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Of course, this does not mean the 
age has no place for the adventurer, the 
man-among-men, the hero. Indeed, 
there’s something courtly about the era - 
which encourages a sort of swashbuckling 
spirit and inspires the gallant explorer, the 
person who ventures into the unknown and 
faces untold dangers with eagerness and civility. 
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True, the hardheadedness and prag- 
matism that make the worlds go round 
still underlies the deeds of dignified 
derring-do. Howeverlacking inromance, 
the fact remains that life goes on, and 
someone has to do the actual work, no 
matter how dirty. This is the sort of thing 
that motivates a great deal of explorers, 
before Marco Polo and Columbus on to 
the present—after all, they weren't out 
travelling for their health or curiosity. No, 
it is the promise of cold, hard cash that 
pries most great discoverers and ex- 
plorers from their homes and sends 
them into the mysterious boundaries of 
known space. 

The planets, Mars and Venus, collect 
all types, including the hardened bot- 
tom-line entrepreneur and the boister- 
ous wide-eyed romantic. Mars in par- 
ticular holds promise of great wealth— 
if the streets of America are paved with 
gold, then those of Mars are paved with 
liftwood. This naturally attracts a large 
number of people seeking new frontiers 
and freedom from the growing social 
regulation of Earth—much to the Mar- 
tians’ dismay. For these are the very 
sort of people human society is most 
happy to lose—the troublemakers, the 
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rebels, those whose 
very existence threat- 
ens entrenched au- 
thority and status 
quo—dreamers, dissi- 
dents, nonconformists, 
idealists, ruffians, lon- 
ers, vagabonds, con 
artists, thrill-seekers, 
opportunists and soon. 
In short, the very sort 
of people most often 
described in roleplay- 
ing games as PCs. 


ANOTHER 
NIGHT, 
ANOTHER FIGHT 

This adventure re- 
quires that the PCs 
have, or can lay their 
hands on, an aerial 
vessel of some sort. 
The adventure begins 
in one of the outer cit- 
ies—Avenel, Moeris 
Lacus, Karkarham, 
Meepsoor, perhaps 
even in Oenotria or 
Crocea, if the adven- 
turers are able to go to 
those cities. 

While the adventur- 
ers are enjoying aquiet 
meal in a Martian pub- 
lic house on adull night, 
they run afoul of some ill feelings. The 
signs are there for all to see. While the 
adventurers sit and eat, they are fa- 
vored with poisonous glares from vari- 
ous corners of the room, and several 
natives mutter darkly to each other. Fi- 
nally, one of them can contain his ire no 
longer and hurls a drinking mug (luckily 
made of hardwood, not pewter—metals 
are too rare on Mars for that sort of 
thing). It’s just off target and lands in the 
middle of one of the adventurer’s meals 
(optimally in alarge bowl of soup, forthe 
spatter effect). 

This turns into the signal to com- 
mence amass melee. At least 10 of the 
native patrons surge to their feet and fall 
upon the aliens, hurling more mugs, 
wooden plates and wooden utensils, 
then following up the barrage by closing 
to fisticuff range. No weapons are in 
use, but the adventurers are outnum- 
bered and battered by the tsunami of 
tableware (treat the attacking Martians 
as Green NPCs with Brawling skill 1, 
and treat the crockery as rocks, doing 1 
point of temporary damage per hit). 

After two rounds of melee, a new 
commotion is added, at the outside of 
the brawl. Several people seem intent 


on making their way to the player char- 
acters, cracking a few heads in the 
process. After a few natives drop to the 
floor with knots on their heads, the rest 
drop the adventurers and flee, scatter- 
ing through the doors. 

The PCs’ benefactor sheathes his 
sword and offers one of them ahand up. 

“| apologize for the actions of my 
countrymen,” he says in fluent, if ac- 
cented, English. “Permit me to assist 
you. | am Murrat.” 

Someofthe PCs (those more familiar 
with Martian society) may well suspect 
that Murrat is leaving off a title of some 
sort. The fellow is average size for a 
Canal Martian—that is to say, around 
62 centimeters—smoothly handsome 
in a Martian sort of way. He is attired in 
durable but fairly wealthy clothing, with 
along-sword hanging from his opposite 
shoulder, in the method used by medi- 
eval knights. He is accompanied by five 
other Martians, who are dressed in the 
same fashion, save that their clothing is 
not as richly constructed. They also 
have long-swords at their sides and 
look like they know how to use them. 


A TALE OF HEARTACHE 

Murrat reseats the adventurers at his 
own table and calls for the landlord to 
bring another dinner for them. 

“| must apologize for the actions of 
my people,” he says. “They are ignorant 
and often see no fartherthan the ends of 
their noses. Distant inequities become 
a personal thing when they perceive a 
chance to revenge themselves. They 
see redmen, any redmen, as represen- 
tatives of the troubles your people have 
brought to our planet.” 

Murrat shrugs his shoulders and bur- 
ies his nose in a mug of the local liquor. 
When he sets the mug down, he chuck- 
les wryly andcontinues his tale: “Strange 
that | should assist you. For | have a 
more direct reason than any man inthis 
house to hate redmen. But being an 
educated man, | know that you are not 
the redmen who have wronged me. 

“The redmen war on the league of 
city-states. In the midst of this war, pi- 
rates from both sides find easy prey, 
since the warships that usually sweep 
them from the skies are busy else- 
where. | believe it is your custom to call 
them privateers. We have glamorous 
names for them as well, but state-spon- 
sored or not, they are still pirates. Some 
are good men at heart; many are not. It 
was my chance to fall foul of the latter. 

“There is a lady, of one of the city- 
states, who has me at the most severe 
disadvantage in nature: She has my 
heart. | was wooing her, ever so slowly, 
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with decorum, for such a thing is not 
done lightly or crudely! She had many 
suitors, and making achoice was fraught 
with delicacy, because of the repercus- 
sions. So | strove to win her, and dreamed 
of her at my side. But alas, this came to 
an abrupt end. She left on a journey and 
did not return. Heart-stricken, | set in 
search of her, to discover her fate. And 
| learned that her ship had been taken 
by one of the aerial scourges; she is in 
the hands of redman pirates. 

“She is still alive. | have been able to 
discover that! But she is held captive 
deep inside the redman lands, indirectly 
guarded by English forces as well as 
those of the pirates. You see, the pirate 
has a powerful redman backer, who 
profits from the depredations of the pi- 
rate ship—there are always such people, 
among my folk as well as yours—and 
they covet my lady, for she is beautiful, 
young and cultured. 

“| would give everything | have, ev- 
erything | am, to deliver her from her 
captors. | have learned more than their 
identities; news of the pirate captain’s 
character, and that of his master, have 
also reached me. And that news is not 
good. If these tales are true, then she 
suffers indignities and agonies that 
should not even be inflicted on an ani- 
mal, much less a delicate lady of her 
breeding. To release her from that fate, 
| offer my rank, my fortunes, my life, 
without hesitation. 

“| have come to this city to pursue this 
quest. | know where she is held, and | 
know who is holding her, but the war 
intervenes—! would not be allowed into 
the guarded cities of the redmen to 
succor her. Ah, if lonly knew a redman 
who had a sky ship! | would happily 
make him a wealthy man and become a 
pauper to save Lady Alianni.” By now 
his eyes have filled with tears, and he 
must pause to recover his composure. 


OFFER 

After hearing this, the PCs may very 
well be interested in assisting Murrat in 
his quest, either for love (in the case of 
the romantics) or for money (inthe case 
of those whose blood flows gold). Should 
the PCs offer their aid, Murrat accepts 
their offer fervently. For those wanting 
proof of reward, he reaches into his 
purse and draws out a handful of Mar- 
tian jewelry, easily worth £200. 

“There is acask of this in my posses- 
sion, the heirlooms of my family,” he 
says. “It is yours when Alianni is res- 
cued!” He gives the PCs the jewels he 
has on him as collateral. 

Once the bargain is struck, Murrat 
lays out what he knows. Alianni is being 
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held in the city of Parhoon, in the house 
of Jean LeClerc. The pirate who cap- 
tured her is Black Jack Tar Kirk Arithon. 
The PCs have never heard of either. 

Murrat proposes that he and his men 
accompany the adventurers north to 
Parhoon, travelling incognito on their 
skyship as crew. Once in Parhoon, they 
canfindthe house of LeClerc and swoop 
down upon it, surprising the guards and 
liberating Alianni. He welcomes sug- 
gestions from the adventurers on how 
to go about the rescue, but he insists on 
staging it with the skyship fairly close by 
for a quick getaway. 


JOURNEY 

Travelling north in these war-ridden 
times is perilous, like taking aship tothe 
West Indies 300 years earlier. Agreed, 
the adventurers will be going north, 
away from the general hostilities, but 
they still risk running afoul of unscrupu- 
lous pirates preying on the shipping 
lanes and High Martian raiders from the 
Astusapes Highlands. With a ship, the 
journey should only take two to three 
days, but there is still the chance of 
meeting trouble on the way. 

Use the standard one in six chance of 
an aerial encounter, as outlined in 
Space: 1889, but on the last day of 
travel, the adventurers are ambushed 
as they near Parhoon. About 50 miles 
from the city, a concealed High Martian 
screw galley rises to do battle with the 
adventurers! The High Martians have 
caught the adventurers by surprise, and 
the adventurers are in danger of the 
bestial attackers overwhelming them 
immediately. Have each player charac- 
ter make an Observation task rollagainst 
a target of 16; anyone who succeeds 
spots the High Martians at a range of 
600 yards. Otherwise, one of Murrat’s 
henchmen sounds the alarm as the 
screw galley swoops up at 400 yards! 

The High Martians have one Clear- 
sight screw galley (if the adventurers 
have a ship larger than 300 tons, the 
High Martians have two Clearsight gal- 
leys). Their intent is to board and cap- 
ture the PCs’ ship rather than blast it— 
with their flight ability, the High Martians 
have an advantage in such assaults. 

The PCs are caught flat-footed. They 
cannot change course or fire any weap- 
ons for one combat turn, while they call 
the crew to the deck and load their 
weapons (treat slow-firing weapons as 
completely unloaded—for instance, it 
would take the adventurers’ crew two 
turns to load a rogue gun or other slow- 
firing weapon). Murrat and his hench- 
men do heroic duty, fighting off the High 
Martians with their swords and firing 


muzzle-loading rifles into the boarders. 
They will not use their concealed revolv- 
ers unless extremely pressed. 

The High Martians use as many troops 
as they can spare from the galley’s 
operation—this means the captain (a 
Veteran NPC) and 10 warriors (Experi- 
enced NPCs), leaving two gun crews, 
six maneuver crew, the deck crew and 
the bridge crew aboard the galley. The 
High Martians are fearless but will re- 
treat if the captain is killed. When the 
Martians retreat or are destroyed, the 
galley’s remaining two guns open fire, 
and the galley swings away at speed 3. 


PARHOON HO! 

Arrival at Parhoon is properly para- 
noid—the adventurers’ ship is met by 
an obviously rearmed and refurbished 
Clearsight (converted to steam power, 
speed 3, armed with two 4S guns fore 
and aft and two Hotchkiss 6-pdrs on the 
wings, and carrying 20 marines) flying 
the Union Jack. The lieutenantin charge 
orders the PCs’ ship to stand down for 
boarding and inspection. He and his 
marines look through the ship’s holds 
carefully, and check out the PCs’ pa- 
pers and credentials. Unless he finds 
something terribly amiss (like evidence 
of anarchist activity, armed High Mar- 
tians lurking belowdecks, etc.), he clears 
the ship and returns to patrol. If trouble 
starts, the marines have their rifles fitted 
with bayonets and are ready to fight. 
Times are tense in Parhoon. 

The PCs find out just how tense once 
they get on the ground. High Martian 
pirate attacks from the northwest have 
made everyone edgy, unsure of when 
they'll strike next. The cloudship tav- 
erns ring with stories of attacks and 
threats from unknown quarters. The PCs’ 
experience on the way into Parhoon is 
yet another incident of a sort that has 
become too common of late. 

Gathering information on the house 
of Jean LeClerc is easy. Any resident 
can direct the adventurers there. The 
house is located on a hill just on the 
outskirts of town—"but you won't get in,” 
the adventurers are told. “The master of 
the house is a recluse and doesn’t go 
out. And he sees no one, at least not 
during the day. (Dark, furtive glance.) 
Although he does have folk in at nights. 
He locks up the bulldog first, see?” 
Apparently the master of the house is 
none too fond of trespassers. 


GENTLEMAN’S ADVANTAGE 

If the adventurers have friends in 
high places who would have clearance 
to secret information (naval intelligence 
officers, high-ranking diplomats, etc.), 
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Murrat Deltot (Elite NPC) 


Murrat Deltot is an Oenotrian noble, residing in the city-state 
of Deltoton. He is only a minor noble, of a rank corresponding 
with the knights of feudal Europe, a warrior by trade. His 
business has not been profitable since the British arrived, so his 
fortunes have dipped. In Deltoton, Murrat’s name is dark. He has 
never been caught perpetrating any evil enterprises, but rumor 
serves well enough—the word on the streets is that trusting 
Murrat is like trusting an eelowaan, because sooner or later he 
turns on you. And rumor has it right. 

Murrat has studied the British, questioning captives, meeting 
merchants, sneaking into British cities to observe and meet his 
enemies. He believes that he understands them well and can 
fool them with greater ease than he fools his own people. He is 
charismatic, a good actor and consummate liar. His greatest 
weakness is his ego. His success—the fact that he’s never been 
caught—has gone to his head. He thinks he’s superior to 
everyone, and he resents anyone who demonstrates superiority 
to him. When he’s busy with one of his schemes, he sticks to 
whatever part he’s playing—for instance, with the British, he 
stays polite and mildly subservient. But once the masquerade is 
over, he makes his disdain apparent, gloating over his victory. 


Attributes Skills 

Str: 4 Fisticuffs 3, Throwing 3, Close Combat 5 (edged 
weapon) 

Agl: Stealth 4, Crime 3 (forgery), Marksman 3 (pistol) 

End: Wilderness Travel 2 (mapping), Fieldcraft 1, Tracking 2 

Int: Observation 4, Gunnery 2 (muzzle-loading cannon) 

Cha: Eloquence 5, Theatrics 4, Bargaining 4, Linguistics 
4 (High Oenotrian, English, Parhooni, Koline) 

Soc: 5 _ Riding3(gashant), Piloting 2 (cloudship), Leadership 4 

Motives: Ruthless, Arrogant, Aggressive. 

Appearance: Murrat is a polished item. He is moderately tall, 
smoothly handsome—his features lack the usual strength of 
Martian facial topology, making him look close to human—and 
always clean. His manners are excellent, his conversation witty, 
his demeanor friendly. That is, until he decides he doesn’t need 
you any more. He carries his broadsword (treat as a cutlass) 
more as a rod of office than as a weapon, though he can use it. 
He hides a light revolver under his tunic. 

Retainers: Murrat’s men are loyal to him (they have to be— 
they’ve done so many foul deeds that a word from him would 
result in their painful execution). They are Veteran NPCs, with 
broadswords (cutlasses) and light pistols hidden beneath their 
tunics. They obey Murrat's orders. 





“Good grief! This fel- 
low has gotten news of 
one of the navy’s clos- 
est secrets! It is true 
that Kirk Arithon took a 
cloudship and cap- 
tured Lady Alianni. 
However, he’s abona- 
fide privateer working 
for HMS government. 
She was brought here 
for safe-keeping, as a 
prisoner of war. The 
house is actually the 
admiralty’s, and she’s 
a guest of the admiral. 
She’s being treated 
according to her sta- 
tion, whichis quite well, 
don’t you know.” 

If the adventurers 
seem baffled, the in- 
formant smiles and 
enlightens them. “Ali- 
anni is one of the 
wealthiest property 
owners in the city of 
Deltoton. She’s quite a 
power in Oenotrian 
politics and has always 
been somewhat op- 
posedto the war—bad 
for business and all 
that. We’re holding her 
for the right moment; 
when the Oenotrians 
start to lose influence, 
we Offer to release her 
if the city-state of 
Deltoton will withdraw 
fromthe war. What with 
her wealth and posi- 
tion, its a fair bet.” 

The informant has 
no knowledge of Mur- 
rat Deltot or what his 
game is. 


THE HOUSE OF 
JEAN LECLERC 
The rooms in the 


and if they press for information on the 
house of Jean LeClerc, they meet with 
suspicion. If the adventurers tell Murrat’s 
story, the informant is shocked. If the 
adventurers are known to be bad sorts 
(American traders usually fit in this cat- 
egory), the informant will assure them 
that Murrat’s story is correct—then will 
swing into action after the adventurers 
leave, moving Alianni from the house 
and doubling the garrison. 

If, however, the adventurers are 
known to be straight arrows and worthy 
of HMS government's trust, the infor- 
mant sets them straight immediately: 
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house of Jean LeClerc are full of the sort 
of furniture and clutter that is now fondly 
referred to as “Victorian.” This reduces 
effective movement to one-fourth nor- 
mal. Anyone moving faster than this 
must make a Difficult: Agility test (target 
level 12) to avoid falling over hassocks, 
throw rugs, end tables, secretaries, etc. 
Anyone passing this test may move at 
one-half normal movement rate. 

Lady Alianni is heavily guarded. The 
admiralty has placed some of its best 
troops here to protect her. The house 
itself is surrounded by an eight-foot high 
wall, and a large bulldog with a nasty 


temper is allowed to run loose at nightin 
the enclosure. Statistics for the bulldog 
are as follows: Size: 1x1 Move: L40 
Wounds: 2 Save: 1 Weight: 75 pounds 
Weapons: Teeth (2,2,0,2). 

There are 10 guards atthe residence, 
plus the staff of the butler, the cook and 
the maid. The house staff are treated as 
Trained NPCs, while the guards are 
Experienced NPCs. The guards are 
usually stationed in the following fash- 
ion—one at the vestibule/front hall, one 
at the back door in the kitchen and two 
on the upper landing at the top of the 
stairs. The others are either asleep in 
the upper guest bedroom/ounk room or 
lounging about. The guards are armed 
with Lee-Metford rifles and bayonets; 
the upper landing has a Maxim gun on 
a tripod that can be deployed out onto 
the terrace. 

There is a guard officer present, who 
sleeps in the other guest bedroom. He 
has a heavy revolver and is an Elite 
NPC. 

Lady Alianni spends most of her time 
inher sitting room or bedroom, attended 
by her personal maid (a Canal Martian, 
captured with her). She is treated well 
and is fairly well liked by the guards. 


ESCAPE 
AND SUCCESS 

Murrat uses every argument to enlist 
the PCs’ active aid in the rescue— 
mentioning that he and his crew as- 
sisted during the pirate engagement, 
playing on their sympathies, even point- 
ing out that if Alianni doesn’t make it 
back from the rescue, the adventurers 
don’t get the cask of jewels. 

Alianni will go with her rescuers, glad 
to escape her imprisonment. Sheis less 
than happy to see Murrat, whom she 
considers somewhat odious, but she 
will go along with him in order to return 
to Deltoton. True to his word, Murrat will 
give the adventurers a cask of jewels 
once they return him to any Oenotrian 
city. The jewels are quite real and quite 
valuable, worth another £2000 (he keeps 
his word because nowthathehas Alianni 
in his power, £2000 is a drop in the 
bucket). 

Of course, if the adventurers actually 
did invade the house and steal a pris- 
oner from the admiralty, it’s likely that 
they are now persona non grata, as well 
as having a price on their heads. 

If they might have discovered his 
game before the rescue, HMS govern- 
ment might not be averse to laying its 
hands on Murrat and questioning him a 
little. 

Someone of Murrat’s talents might 
even be turned into a double agent. Q 
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Shapes that rip and tear. Shadows that live in 
corners. Windows in space and time that lead to 
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Nega-Magicians 


An optional rules supplement by David Perry 


Professor Matthew Hawkins first put forward his now-famous 
Intelligence-Generated Reality Inversion Field theory (IGRIF) inthe 
spring of 2047 at the Chicago Thaumaturgical Research institute. 
Put simply, the theory went something like this: 

The fact that magic and certain meta-human races feature so 
prominently and so frequently in folklore shows that these legends 
are undoubtedly based on a previous Awakening, or possibly 
Awakenings. Given that these legends are true, how could stories 
have come about of, for example, humans destroying dragons, 
when anybody attacking a dragon with a sword would be fried by a 
spell before he could do any damage? 

Hawkins’ colleagues replied that these stories were obviously 
fiction created around distorted memories of the Awakening. Hawkins 
disagreed and argued that the stories were true. And for them to be 
true, there must have been certain people immune to magic. And if 
they existed then, they must exist now. 

Despite the scorn poured on this theory by his colleagues, Hawkins 
embarked on a worldwide search for the magically immune people he 
was sure existed. His colleagues dismissed him as acrank and so were 
more than alittle embarrassed when two years later he reappeared with 
Miles Freeman, the world’s first nega-magician. 


RESEARCH ON NEGA-MAGIC 

Research has shown that the nega-magician’s powers are mani- 
fested in a field that the nega-magician unconsciously maintains 
around himself, even when he is asleep or unconscious. The width 
of the field varies but never reaches out beyond two centimeters 
from the nega-magician’s body. 

Within this field, no form of magic can exist. 

Theories as to why this is are mixed but generally fall into two 
schools of thought. One, the minority school, believes that the nega- 
magician’s field is a form of magical talent which absorbs all magic 
within its area to maintain its power, asortof magical vampirism. The 
second, more popular, theory maintains that the nega-magician’s 
mind maintains the field around him. Within this field, some claim, 
the physical laws of the planet are changed to laws wherein magic 
cannot exist. In effect, the nega-magician maintains his own per- 
sonal reality. Both these theories are just theories, and no one really 
knows how a nega-magician’s powers work. 


EFFECTS OF MAGIC 

Nega-magicians are completely immune to all forms of magic. 
They cannot be harmed by combat spells, fooled by illusion spells, 
affected by manipulation spells or detected by detection spells. 
Magic cannot affect them at all. Similarly, the powers of paranormal 
animals cannot affect a nega-magician. 

A nega-magician’s immunity to magic includes the powers of 
physical adepts and magical weapons. If a nega-magician is hit by 
a physical adept doing a Killing Hands attack, he takes damage as 
from anormal punch. If hit by magical weapon, he takes damage as 
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if hit by a normal weapon. In addition, every time a nega-magician 
is hit by a magical weapon, there is a one in six chance that the 
weapon will lose its magical properties forever. 

Nega-magicians can never cast spells of their own, or have spell- 
locks cast on them, or have beneficial spells such as healing or 
disguise spells cast on them. 

Area spells cast at a nega-magician will not work within the area 
of the spell as normal. 

Magicians still take the drain for spells canceled by nega-magicians as 
they have still cast the spell. It is possible to indirectly harm nega- 
magicians through magic. For example, if a mage throws an area fireball 
spell at a nega-magician standing by a car, the fireball won't affect the 
nega-magician. But it may have an effect on the car (igniting the gas tank 
and causing an explosion), which in turn could have a nonmagical but 
nonetheless harmful effect on the nega-magician. 


ASTRAL SPACE 
Nega-magicians quite simply don’t register in astral space. An 
astrally projecting mage could be standing next to anega-magician 
and never realize it. Naturally, this makes nega-magicians very 
popular as spies and corporate intrusion agents. They are usually 
too rare to waste on guard duty, although they may be used for 
especially important or magically dangerous projects. 


SPIRITS AND ELEMENTALS 

One of the first things the Chicago Thaumaturgical Research 
Institute decided to test was how purely magical creatures such as 
Elementals would react to a nega-magician’s power. To this end, 
they summoned an air elemental and ordered it to attack Freeman. 
The air elemental replied, “Who?” 

The mage in charge pointed to Freeman and explained that he 
was the one the Elemental was to attack. The Elemental said, 
“Who?” 

After a half-hour of unsuccessful wrangling, the mage asked 
Freeman to stand in front of the air elemental, then ordered the air 
elemental to advance five paces, reasoning that this would take it 
through Freeman’s field. The air elemental took one step forward, 
then stepped two paces to the right of Freeman, walked past him, 
then took two paces lift and walked two paces forward—taking it to 
exactly where it would be if it had taken five straight paces forward. 

When asked why it had stepped by Freeman, the air elemental 
vigorously denied ever having stepped aside. 

Repeated experiments with other Elementals and Spirits pro- 
duced exactly the same results. 

Nega-magicians appear to be totally invisible to purely magical 
creatures, but some subconscious instinct prevents them from 
accidentally coming into contact with a nega-magician’s field. For 
this reason, a Spirit or Elemental can never detect or affect a nega- 
magician. (Some mages suggest that the Elementals can see nega- 
magicians but wisely refuse to have anything to do with them.) 
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CYBERWARE 

Even with regard to cyberware, nega-magicians follow none of 
the usual rules concerning magic. 

While cyberware usually causes a steady and measurable ce- 
cline in a magician’s powers, nega-magic secms to operate on an 
all-or-nothing principle. While some nega-magicians have lost their 
powers after minor surgery(such as implanting a datajack), others 
have rataired theirs despite major cybernetic alteration. The power 
loss is never gradual—either it completely stays or it completely 
goes after cybernetic enhancement. 

In game terms, for every piece of cyberware implanted, the GM 
should roll 1 D6. If the roll is less than or equal to the number of points 
of Essence lost, then the nega-magician has lost his powers forever. 
A roll of a 1 automatically means the roll has failed. 
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NEGA-MAGICIAN ARCHETYPE 

You never heard of anega-magician!? What am |? Untouchable, 
that’s what | am. Your enemies can throw spells at me all day, and 
all they'll get is a headache. 

Face it, chummer, for magical shadowrun, you can't do without 
me. For that matter, for any shadowrun, you can’t do without me. 

The nega-magician’s immunity to magic tends to make him 
overconfident—something that can be a fatal mistake for someone 
with an all-too-human vulnerability to bullets. 


Skills: 

Firearms: 6 

Armed Combat: 5 
Etiquette (Street): 3 
Electronics: 4 
Magical Theory: 4 


Attributes: 
Body: 5 
Quickness: 6 
Strength: 5 
Charisma: 3 
Intelligence: 6 
Willpower: 3 
Reactions: 6 
Essence: 5.4 


Cyberware: 

Smartgun link 

Datajack 

(As the nega-magician has takentwo pieces of cyberware, he has 
to make two rolls to see if he’s kept his power. Even though he hasn't 
lost a point of Essence yet, if he rolls a 1, he will lose his power.) 


Contacts: 
Corporate 
Street samurai 
Rigger 

Fixer 


Gear: 
Armor jacket, Browning Max-power, H&K S variant, Flash gre- 
nades, Combat axe, IR goggles Q 
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ye Cte 
girl disappears 
at the local mall. 
Police investigators log her 


as a possible runaway, 
but something darker 
may be lurking beneath 
the incident. 





One of the player characters has beén contacted by a close friend, Trudy Forrest, 
who, lives ‘in the suburbs of Atlanta’ Trudy’s teenage-«daughter, Shareen, has 
disappeared, and Trudy wants the adventurers to’find out-what happened,..She 
cannot offer very much, but/will agree to payvall the player characters’ expenses 
during.the Search: 

According to. Trudy, Shareen' was Getting. ready fora party oné Friday eveningiAt 
6 pam, she went to the local shopping mall, Park Forest Towne Center, to buy some 
hair mousse; When Shareen didnot return that evening, Trudy assumed she had 
gone directly to the party. But the next day, she didn’t. come.home; and-none of her 
friends had seen Shareen at the party. The police investigated, but found nothing. 
Shareen has been logged as a’possible runaway, and the authoritieshave gone.on 
to more important Cases. 


GATHERING INFORMATION 
There are several sources..the playets~can check for-reports,on Shareen’s 
disappearance; the localipolice; the’Atlanta Constitution news service,»her friends 
and.the:shopping mall management. 


Local Police 
The adventurersican get the incidéntreportfrom the local police, but it doesn’t say 
much more than Trudy’s account. The:investigating-officer, Detective Carter, isn’t 
very Optimistic about'the chances of finding, Shareen: Forrest: “This kind of thing 
happens all the time»We simply don’thave the resources to search for every kid who 
goes missing.” 


News Service 

The Atlanta Constitution has an on-line-news service-available- via modem, with 
all the paper’s back issues for the'past few years. Less-hightech investigators’can 
go to a library and look at microfilms. There,are:;hundreds of missing person reports 
from alloverthe Chatatlanta metroplex, butan Easy Intelligence task roll will reveal 
that over the. pastyear, nearly.a dozén-missingpersons were last seen-at the Park 
Forest Towne’Cénter mall. The.news databaseérwill ‘also mefitionsthat the former 
security. chief of the mall,-J. R. Bedford, resigned six months.ago for.unknown 
reasons. 


Shareen’s Friends 

Trudy can give the PCs the names of some.of Shareen’s friends. Most of them are 
students at Ted Turner High School. After school} they can be found’hanging around 
at-the mall. The kids-will be reluctant to talk with an adult;°a Difficult! Act/Bluff or 
Persuasion roll is required to.get-anything useful. Most of them know-nothing, but 
one gitl,Deenie- Kelly; recalls that Shé.saw Shareen at the ‘mal)hthe night. she 
vanished?“Like»Shateen’s, you know, buying some mousse, okay?-And so,.| askif 
she's,,likéygoing to the party. And she says yeah, but first, you'know, she'wants.to 
check outsome new.clothes at-Pen-Mart, right? But she never showed'up.” 


An adventure by James L. Cambias 
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Elite Feet eee s shoes) 
Lester’s Games (games and toys) 
Shoe Warehouse (shoes) 
-Pharmatek (drugstore) 2 
Cap'n ‘Wally’s (restaurant) — 
_ Michelle’s Maternity Fashions 

_ Iguana Republic (clothing) 
Pro-Tech (athletic shoes) 
S&S Software Shack 
Alexandra's Secret (lingerie) 


Shopping Mall Management 

The manager of Park Forest Towne 
Center is Nathan Heem. Heem likes to 
talk about how hisimall is the heart of the 
community, amodern version ofthe old 
town square. But questions about the 
disappearances provoke a much’ less 
friendly response: “There is noevidence 
that any of those missing people actu- 
ally disappeared here at the: mall..Our 
security is. first rate. If you continue 
spreading rumors about this center, you 
will face legal action. | have. no-further 
comments at this time.” 

Mall Security Guards: If the PGs try 
to\get. information from the.mall security 
guards, it will require.a Difficult: Persua= 
sion roll to getany answer otherthan; “I 
can’t comment about that.” On a suc- 
cessful roll, a guard will tell the investi- 
gators to check with Joe Bedford, “but 
don’t-tell anyone | said so.” 


Bedford 
Joe Bedford was security chief at the 
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ago, when she: esignéd to-become. a 
private investigator. Today he lives and 
works in aiseedy oldimotelin the decay: 
ingMeart. of Atlanta. snes’ 

When 'the PCs initially cantact him; 








he Willtb@ suspicious (he fears that they 
are agentsi6f SOProDev, the )corpora- 
Vall). Butifthe inves- © 
Acere enbugh, /hey will 







tion that owns! 
tigators see’ 
show thenmhis'secret files. 

» Bedfordihas»colléctediclippings and 
notes about 14.missing’person cases ~ 
which involved- the, mallAl ave oc- 





see is*that, these. oles were at the 


mall,” says Bedford. “Somethinginthere’ 
is making people disappear. Of course, 


SoProDev doesn't want anyone to find” 


out-about thatthey’ve been working 
hard to*keep this covered up.” 
Bedford can give'thé-PCs a detailed 








description of the mall's security sys- 
tems (see below) and can provide them 
With a keycard, which he “borrowed” 
before leaving. The card will allow ac- 


“ C@ss to the mall and will prevent the 


ssecurilydraid from teacting to the party. 


| “WARNING 
Once theplayercharacters havedone 
some snooping around, they will re- 


: ceive an anonymous postcard in:the 


mail, bearing the message: “Stop med- 
dling where you aren’t wanted. Somé- 
-one might. get hurt.” ifthe PCs continue 


is _théir,investigations, they will get a’sec- 


ond. note: “keavetown or die,” 

Nathan Heemisbehind these threats, 
“ashe doesn't want any word to get out 
about the"disappearances. After the 
second note, he will pay agroup of gang 
members to beat up the PCs. (Use the 
standard Ganger NPC from the rule- 
book.) 

Heem will make sure the gang attack 
cannot be traced back to him. 


Dark Conspiracy 


= Rat Warren @ 
or 2 












4 






‘Qe 
TIE ye 
VaR! 


PY ve : 
Ie 








4 






The changing room at Alex- 
andra's Secret. 
Q_ The restrooms next to the offices. 


AplantingbedoutsidePen-Mart. | The storage room atthe ° 
aN : 

R A changing room at Chic Mys- 

s 

x 


A 

B= Achanging room in the Junior - Tech Center. 
Miss section of Pen-Mart. J,K The restrooms next to the security 

C __ The staff restroom at Pen-Mart. Peet ei 

D,E The restrooms next to the food L 
court. a 
The kitchen at Cap’n Wally's. MM. 











tique Boutique. 

The changing room inthe Casual 
Male section of Sears-GUM. 
The women's restroom in Sears- 













The food court utility room. 





PARK FOREST TOWNE CENTER 

Park Forest Towne Center is owned 
and operated by the SoProDev corpo- 
ration. The mall. contains the usual mix 
of stores and is identical to thousandsof 
other malls across America. 


Security 

To enter the mall, shoppers. must 
pass through.one’of the Security check= 
points. These are manned:by, a.pair of 
guards.who screen out gang. membets, 
panhandlers and anyone who is drunk 
or obviously drugged. There are metal 
detectors setup at each checkpoint, 
and no.guns orlarge knives are allowed 
in. Abackup team of three guards waits 
in the security office, 

When the mall-is closed; all the en- 
trances are sealed by steel doors, with 
Armor Value 6. They arecontrolled by a 
Maxiguard Multilock, system, which 
opens for authorized palm “prints or 
keycards. It recognizes the prints of all 
the security guards and the mall. man- 
ager. Each store managerhas akeycard. 
The shopping center is*locked from 
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F 
G —_ ThestorageroomatPharmatek, 
i 


N 


12:30 pim,to 6:30am, 

The stofes have folding chain-link 
steel.gates.. Most have nosadditional 
security, but the two department stores, 
Pen-Mart and’Sears+GUM, havetbeam 
alarms covering the entrances. 

At night, the! mail is patrolled by a 
Kraus Maffei-Deere GB-1000 guardbot. 
It can visuallysteéognize ithe security 
guards, manager ahd anyone who tis- 
plays a.kéyeard; all others @re eonsid® 
eredintruders. The robot willtagintrud- 
ers with its paint marker gun and will 
alert the mail alarm system to call the 
police. If attacked, it will use its teat gas 
canisters. lt does ‘ot react.to“anything 
with a smallerimass than 30 kilograms. 


RATS IN THE MALL 

A group of super rats*Have-taken‘up 
residence beneath Park Forést Towne 
Genter. They use tunnels to.capture 
humans,,snatching pédplefromichang- 
ing’ booths and,rest réoms....They..eat 
some of the captiveSand give the rest to 
the humanoid Etsfor-their horrid pur- 
poses. 





GUM. 


There are 16 super ratsiin thecolony. 
Most carfy knives, but three govarmed 
with minisaws, two‘have zip'guns,.and 
one has an E Tsonic stunner(Minisaws 
and stunners are described in DarkTek; 
if that ‘is-unavailable, substitute.-ma- 
chetes and a stun.gun:) Four are un- 
armed: 

The rats are clever and will‘temdin 
hidden as long asthey can: Butif intrud- 
ers getinto their tunnel network, the rats 
will attack, fighting tothe death to pro- 
tect their secret. 


Rat Warren 

The super rats have.dug*a labyrinth 
of tunnels beneath'the mall, with secret 
passages giving them access to many 
of the-stores. Fortunately.for the player 
characters, the rats have not bothered 
to'Set-any booby traps.in the tunnels,.as 
they areconfident they will not be dis- 
covered. 

Entrances: Therevare 20, entrances 
to the rat warren. All are cunningly con- 
cealed, requiring a Difficult roll.against 
Observation or Tracking’ to find—but 
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only if a careful search of the location is 

made. See the Rat Warren map. 
Down Under: The tunnels are about 

three feet in diameter and are unlit. 


Humans. can only crawl or wriggle — 


through them.in single file, and it*re- 
quires a full action to turn around» The» 
tunnels twist and turn; sothe maximum 
visibility. is three meters..Because the 
tunnel walls ‘are softedirt; they do not 
channel the force of an explosion, so 
the effects of explosiveseare resolved 
normally. Gas or. flamethrower bursts 
willbe channeled by-the*tunnels, eae 
bling their range. 

Beneath the center ofthe mall are 
nine largexchambers,; each about three 


ene Education: 2 

Constitution:5 Charisma: 1 

Agility: 7 Empathy: 3 3 

- Intelligence: ae _ Initiative: 5 Appea 
ee Super rats have a75% chance of knowi 





eancactiGnee 


meters across,and.two meters tall. Hu- 
mans can.move and fight normally in 


these rooms. Three captives {including 
~Shareen) are tied up in’ these cham- 


bers, waiting to be eaten-by the rats. 


The bones’and possessions of a halt- 
dozen people'litter thé floor, along with 


a‘coUple of-bodies the rats haven't fin- 
ished dining Upon. : 


© AFTERMATH 
Once the player characters have 
found, the. rat watren-and rescued the 


“captives (assuming they survive), Heem 
©will’stop sending them anonymous 


threats.and. instead will-offer a bribe-of 


$10,000 to avoid any unpleasant pub- 


ium. i LA 





licity. But he and SoProDev will still bear 
a grudge against the PCs. 

Trudy and Shareen will, of course, be 
eternally grateful, and the Atlanta Metro 
police will probably take a favorable 
view. of the characters’ activities in the 
future. 

Of course, any surviving rats will re- 
member, too. 


JOSEPH. R. BEDFORD 

Level: Veteran. 

Skills: Computer Operation 5, Inter- 
rogation 4, Melee Combat (Unarmed) 
6, Melee Combat (Armed) 4, Observa- 
tion6, SmallArms (Pistol) 4, Small Arms 
(Rifle) 2, Streetwise 4: 

Initiative: 4. 

Physical Description: Bedford is a 
large, beefy man with crew-cut gray 


hair. His demeanor is bland and expres- 


sionless, from years of. police work. 
Bedford.is 43. years old. 

Motivations: Heart King: Bedford is 
aman of honor, who believes that pro- 


| ‘tecting the publicis more important than 


maintaining the company’s image. When 
he learned that SoProDev was conceal- 
ing the disappearances, he resigned in 
protest. Club 9: Bedford is not afraid of 
a fight, and he frequently tries to solve 
problems with force. In combat, his goal 
is usually to disarm or subdue oppo- 
nents without harming them. This does 
not apply to nonhuman monsters. Q 


of the 


Royal Martian 
Geographical Society 


The Royal Martian Geographical Society wishes to 
inform the public that its quarterly publication de- 
voted to Victorian Era roleplaying is now available on 
Earth. Each thirty-two page issue contains: 


-Adventures- 


Space 1889, Cthulhu by Gaslight, and the Wild West 
-New Equipment and Inventions- 
-Cloud Captains' Corner- 
-Edward's Guide to Syrtis Major- 
-Victorian History: 


WARBOT COMMAND SECTION: Command bot, 2 Scout 
Bots, 2 Laser Bots 

WARBOT LASER SECTION: 5 Laser bots 

RIFLE SQUAD: Male troopers (2 firing advanced combat 
rifles, 1 running, advanced combat rifle, 1 advancing, ACR) 
HEAVY WEAPONS SQUAD: Troopers (Male throwing 
grenade, female/laser cannon, female/rocket launcher, 
male/laser cannon) 

K'HIFF EMIR & ELITE GUARD: 1 Emir, 3 Elite Guard/ 
Assassins 

ELITE GUARDS/ASSASSINS: 4 Advancing (Laser rifle) 
K'HIFF ANSAR (Warriors): 4 Advancing (AP rifle) 
ANSAR: 2 Advancing (Laser rifle), 2 firing (VRF AP rifle) 
K'HIFF ANSAR: 4 Advancing (Flamer) 

ANSAR WITH HEAVY WEAPONS:2 with rocket launcher, 
2 firing (SMAW) 





is the final module needed to bring the 
ship back on-line. The whole team is 
‘looking forward to quitting Muugrah and 
Squarn, and getting back to base. Even 
Deesix seems happy as it shuffles along, 
whistling a nameless tune. It’s at that 
point that you hearsomeone say, “That's 
about far enough. Turn over the droid 
and you won't get hurt. 


After the team learns Deesix’s se- 
cret, there’s still the matter of ship re- 
pairs to attend to. Once again, the PCs 
undertake the search and recovery pro- 
cess detailed above. The droid will stub- 
bornly, in its own way, insist on accom- 
panying the team while it goes about its 
task (it’s taken quite a liking to the 
Rebels). It’s sufficiently determined to 
stay with the team members that it will 
try to slip off the ship to find them if it is 
intentionally left behind. This could lead 
to some interesting side adventures if 
the gamemaster so wishes. Keep in 
mind that the astromech could be very 
useful in expediting the repair process, 
a spur to the PCs to bring it along. 

Just after the characters have recov- 
ered the last part they need, they’re 
confronted in the junkyard by a team of 
sight individuals. All eight are pirates 
from the same band which shot up the 
Y-Wing. A particularly cagey Imperial 
intelligence agent learned of the en- 
counter and is putting the squeeze on 
the band in order to secure both the 


fighter and the droid. He’s promised to 
forget about the pirates if they get him 
what he wants (a lie, of course). 

The pirates’ stats are per the Pirate 
template. Weaponry varies with the indi- 
vidual, referee’s choice, and at least one 
member of the team is carrying a heavy 
blaster rifle. The band as a unit forgoes 
sabers, seeing them as asilly affectation. 
Their ship, parked near the PCs’, is a 
“stock” light freighter (see the sidebar). 

Discreet questioning of Squarn and 
his men has led the pirates to believe 
they’re on the right track. The junk seller 
referenced agrouptrailing adroid match- 
ing the proper description. 

Firefight: The PCs and NPCs run- 
ning into each other was a chance oc- 
currence. Because of this fact, the pi- 
rates have not had the time to lay an 
ambush or formulate any kind of exten- 
sive plan. The pirate leader requests 
that the PCs turn the droid over to them 
and broadly hints that violence will be 
employed if they don’t comply. Given 
the importance of the information in 
Deesix, the Rebels will soon have a 
fight on their hands. 

How the adventure proceeds from 
here is dependent on how the PCs deal 
with the situation. Keep in mind the 
treacherous terrain of the junkyard, with 
its hidden pitfalls and animal denizens, 
while conducting combat or chases. If 
the gamemaster wishes to complicate 
matters, Squarn’s mercenary contingent 


could enter the fray on either, or neither, 
side. It’s even possible for Imperial 
stormtroopers, dispatched by the intel- 
ligence agent pressuring the pirates, to 
appear. This could easily turn the ad- 
venture into a wide-open melee. 
Oncethe characters regain their ship, 
there’s the matter ofthe remaining mod- 
ule to be installed. Time will likely be 
critical, andthe gamemaster shouldtake 
this into account while creating the ap- 
propriate task rolls. Afinal chase as the 
characters make a break for hyper- 
space is a good way to close out the 
adventure, dependent on events. 


CONCLUSION 

“Buried Treasure” concludes with the 

PCs’ ship making the jump to light speed. 
Barring gamemaster-imposed events, 
the characters manage to make it back 
to their home base safely. The Alliance 
willbe quite pleased with the datastored 
in Deesix. Many Rebel lives will eventu- 
ally be saved as a result of the informa- 
tion the PCs have recovered. 
, Depending on their performance to 
date, the team may be rewarded with 
increases in rank or responsibility. They 
may also be tapped to locate and re- 
trieve the missing Y-Wing crew, a lead- 
in to another adventure. 

Finally, the PCs will have made a 
friend in Artoo Deesix. GM permitting, 
the little droid could become a perma- 
nent addition to the Rebel team. Q 


We're looking for people who are familiar with our line of 


RPG's, wargames, miniatures and are interested in 
becoming intimate with the decade's breakthrough event- 
the Dangerous Journeys™ multigenre roleplaying system. 
Sound good so far?-Keep reading, it gets better. 


Joining the GDW Demo Team, you'll become part of a 
network of game enthusiasts that spans across the United 
States and Southern Canada. With your membership 
acceptance, you'll get an official GDW Demo Team shirt 
that lets people know your part of this prestigious 
organization. By becoming part of the team, you'll be given 
first-hand information about all of GDW's products before 


their release. Bottom line-It's fun! 


For more information, contact: Michael Krause 
c/o GDW 
P.O. Box 1646 
Bloomington, IL 61702 
(309) 452-3632 fax---(309) 454-3127 





GDW is continuing to actively recruit new members to 
demonstrate its product line at conventions and stores. If 
you enjoy gaming and are willing to bring this fun to 
others, you have the qualities we seek. 


Stores and conventions: Contact us today about having an 
official GDW Demo Team visit your site! 
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For Use With: 


Re CZ 


Starship Deck Plans in 25mm Scale 


MEGASET+1 


Take advantage of these limited 
releases of "MegaTraveller 
Starships: MegaSet-1 and 
MegaSet-2". Add new dimen- 
sions of excitement to the Travel- 
ler universe. MegaSet—1 includes 
the Gazelle, Empress Marava, 
Lab Ship, andthe Imperial Small 
Craft Vol 1. The NEW MegaSet- 
—2includes the System Defense 
Boat, Lab Ship, Subsidized Mer- 
chant and the Imperial Small 
Craft Vol 2. Each of the Imperial 
Small Craft sets consist of five 
vessels which may be used indi- 
vidually or in conjunction with the 
other deck plans. So take advan- 


ae a 


Starehip Deck Plans In 25mm Seate 


MEGASET-2 | 
ot ec 
aam™. 


To be released in 1993!!! 


Starship Profiles, Voll, pre- 
sents the backgrounds, sto- 
ries, and statistics of some of 
the most renowned vessels 
from the Traveller line. A 
compendium of twelve ships, 
Starship Profiles, Vol I, is 
fully illustrated and features 
overview deckplans for each 
vessel. Starship Profiles, 
Vol |, is a complete refer- 
ence resource for both the 
Traveller gamer or science 
fiction enthusiast. 

#1025 Starship Profiles Vol 1. 


TRAVELLER - MEGATRAVELLER - TRAVELLER: The New Era 


LCP eee acs 


STAASHIP SOURCE BOOK 


#1023 MegaSet-2 
$19.95 


#1022 MegaSet-1 $1 9.95 ‘age of the detail and value of 
4 “MegaSet-1 and MegaSet-2". 


Starship Deck Plans in 25mm scale 


“To be released in 1993° 





= Buitding Complex Series: 2 


Research Facility PARSECR, royssation 


Getarray co the ten froattere 


NEA 


The stage is set for the drama and suspense with the Corporation Building 
and the Research Facility from SGS. Both products are fully detailed in 25mm 
scale, offer descriptive text and information, a 3D perspective view, and include 
a referee's master overview of each structure. The Corporation Building and 
the Research Facility are the first two volumes of SEEKER Gaming Systems’ 
“Building Complex Series,” a collection of buildings designed for use with role- 
playing games set in both the near and far future. 


#101 Corporation Building $12.95 #102 Research Facility $12.95 
Ask your local dealer for these Write for your FREE catalog today! 
products or order direct. SEEKER GAMING SYSTEMS 


a J C P.O. Box 1027, Spanaway, WA. 98387 
WE e md af co ED : ; 
mT ro 100 Ee Ee hal 4 = at eet Voice/FAX Line (206) 535-6513 


Knights in shining armor and fair 
damsels in distress. Gallant heroes 
and cunning villains. Step back into 
the era of chivalry, romance, and 
swashbuckling adventure with Kings 
Rook — medieval fortification floor 
plans available for use with any role- 
playing game. #4001 -$12.95 


Enter the universe of PARSECS'™, which com- 
bines a series of science fiction stories, illustra- 
tions, and data files to create the setting for 
adventure and intrigue. Ideally suited for both the 
casual reader and the gaming enthusiast, the 
material is readily adaptable to any role-playing 
game system. New worlds, new adventures, 
new challenges . .. PARSECS'™': Foundation. 
Coming Feb-Mar 93. #7001 - $14.95 
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The news sweeping London in late 
October 1893 is that Jack the Ripper is 
back plying his trade in the back alleys 
of Whitechapel and Stepney. Seven 
prostitutes have been murdered in less 
than three weeks. Scotland Yard is say- 
ing nothing about the details of each 
case, but rumors and gossip have told 
of such horrid details as missing or- 
gans, bodies drained of blood and 
necrophilia (among other gory tales). 
The entire East End of London is in 
sheer terror, and neither the London 
Police nor Scotland Yard have any clues. 


THE INVESTIGATORS ARE 
BROUGHT IN 

The investigators are summoned by 
Col. Edmund Warnford, an ex-soldier of 
the Queen’s Army, who is distressed by 
the sudden disappearance of his young- 
est son, Oswald, last seen three weeks 
ago. The police conducted a search, but 
with no sign of foul play, the case was 
put on hold. Oswald is a bookish yet 
very eccentric young man with a keen 
interest in things occultic. Warnford is 
worried that Oswald, a part-time cellist 
with the Primrose Chamber Orchestra, 
has either run off with his “strange, 
devilish friends” (other occultic fans, 
including an “Aleister something”) or 
has come to foul play in the lesser 
sections of the city. With his wife in 
Cornwall visiting her sister, the colonel 
has offered £250 for the investigators to 
find out what happened and if possible 
find his missing son. 


KEEPER’S NOTES 
What has happened is that young 
Oswald, in his diligent studies in the 
Royal British and Royal Natural History 
museums, believed he discovered the 
cave where legendary Merlin lies—right 
here in London on the Isle of Dogs! 
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even his close 
friend, Profes- 
sor Andy Par- 
tridge of the 
Royal Mu- 
seum—and 
raced to find it. 
Luck was with 
Oswald, for in 
his searching 
of the local 
sewers, he 
uncovered a 
sealed crack 
which led to a 
series of cata- 
combs. Here, he found a single stone 
coffin. Ironically, this was nofthe resting 
place of Merlin, but rather of Mhae-Yrn, 
an ancient Druidic priest of Shub- 
Niggarth. Using the Charm of Waking, 
Oswald woke the sleeping wizard, who 
took on the eager young man as his 
apprentice. Mhae-Yrn was interred here 
by Roman troopers who thought they 
had executed him. 

Onthe night of the New Moon, Mhae- 
Yrn will attempt to call Shub-Niggarth to 
Earth. To do so, he must have 200 SIZ 
of human blood to first summon five 
Dark Young and then Shub-Niggarth, 
who will probably flatten the city. Right 
now, Mhae-Yrn and the now-insane 
Oswald are doing the dirty work them- 
selves, but they are also conjuring up 
ghouls and ghasts to hunt fresh victims. 
One victim has not been sacrificed to 
Mhae-Yrn’s experiments but rather to 
his lust—she is kept in the catacombs. 
If Mhae-Yrn gets enough blood, he will 
use Greenwich Park to enact his sum- 
moning. The investigators will have six 
days in which to solve the case or Lon- 
don will be destroyed by the malignant 


entity. 


SEARCHING FOR OSWALD 

Upstairs in the Warnford home, 
Oswald’s bedroom is cluttered with hun- 
dreds of books, notes, and an odd as- 
sortment of art, sketches and trinkets. A 
successful Occult roll will determine a 
large number to be of various mystical 
and occultic natures. The artwork in the 
room is all in an Arthurian Britain slant. 
Most of them deal with Merlin the Magi- 
cian. The housekeeper, with a success- 
ful Persuasion or Psychology roll, will 
reveal to the investigators that Oswald 
was nearly obsessed with the legend of 
Merlin. 

According to Warnford and the house- 


keeper, Oswald’s main retreats were 
The Natural History Museum (two blocks 
away), Albert Hall (where the orchestra 
often practices), Regents Park (another 
music locale), the London Library (mostly 
in the Legends and Lore stacks), the 
Royal British Museum (inthe British and 
Medieval Antiquities department with 
Partridge) and London University Col- 
lege (ahangoutfor his “occultic” friends). 

The staff at the Natural History Mu- 
seum and London Library all know 
Oswald from his nearly daily visits. With 
successful Fast Talk or Persuasion rolls, 
the investigators will convince the staff- 
ers to discuss Oswald’s most recent 
research. Otherwise, the investigators 
are referred to the History and Litera- 
ture sections. 

Vernal’s Poem: The references that 
helped Oswald deduce the whereabouts 
of Merlin are in the London and Royal 
British libraries, which have an old copy 
of Vernal’s “Merlin” poem that contains 
reference to a year 999 quest to seek 
Merlin to “save the world from the mil- 
lennium.” 

10th-Century Manuscript: The sec- 
ond clue is a 10th-century manuscript, 
written by a Christian monk, located in 
the attic of the London Library. A suc- 
cessful Library Use roll will uncover this 
text in one to three hours. Asecond roll 
is allowed after the third hour of search- 
ing. The writer suggests that “old Ro- 
man records in the City Center could tell 
of Merlin’s resting place” (where the 
witch Nimué imprisoned him). There, 
the mage would be awakened and help 
bring forth King Arthur (considered an 
ancient British persona of Christ). No 
evidence of a successful quest by the 
monk are to be found. 

The Mage of the Isle: Another book 
in the London Library, The Mage of the 
Isle by R.J. Davidson, contains a refer- 
ence to Merlin’s long slumber, including 
the “Charm of Waking,” an alleged magic 
spell that will awaken the sleeping wiz- 
ard and restore Camelot. However, the 
charm is actually a spell to return a 
dreamer from Earth’s Dreamlands, 
where Mhae-Yrn sent his mind before 
his execution. The page has been writ- 
tenon, and aninvestigator with asample 
of Oswald’s handwriting will see that itis 
his. 

Professor Andy Partridge: Partridge 
is the assistant director of the museum's 
Antiquities department. He canbe found 
in his office, mulling over some recent 
archaeological finds. He has been wor- 
ried about his young friend, and when 
informed of his disappearance, will be 
cooperative as possible. He knows abit 
of Oswald’s more bizarre habits, nota- 
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bly hiding in the building after hours, 
spending up 10 hours a day research- 
ing trivial items and other compulsive 
habits. The professor also knows of 
Oswald’s present research area, but 
not of its results. The last time the pro- 
fessor saw Oswald was the day before 
his disappearance. 

Islas Caninus: The Royal Museum 
contains old Roman records, which are 
actually those of an execution by drown- 
ing of a suspected barbarian “wizard,” 
the Druid priest Mhae-Yrn. The death 
occurred three miles away (Roman 
equivalent) on “Islas Caninus,” a sharp 
bend in the river resembling a dog’s 
tooth. Oswald’s enthusiasm and poor 
Latin skill made him miss the part of the 
execution. 

Oswald’s Friends: Oswald's occultic 
friends—Geoff and Lydia Page, Harlan 
McGuillicutty, Esther Daniels, Christo- 
pher Simms, Shephanie Nichols, Roger 
Kemp and youngAllister Crowley—may 
be found in a bohemian-type coffee 
house, The Myst Eternal. They all ap- 
preciated Oswald’s interest in magic 
and knowledge of Arthurian Britain, but 
sometimes tired of his dull academic 
attitudes. Most of them are into the 
occult for prankish fun, except for the 
sinister-looking Crowley, who will qui- 
etly tell the PCs that Oswald is a fool 
who will be swayed by powers greater 
than man. The PCs are left with the 
vision of Crowley’s evil smirk. 


TERROR IN THE EAST END 

The problem in Whitechapel is unof- 
ficially cited to Jack the Ripper, but 
police sense several disturbing differ- 
ences in these new crimes. First, the 
only wounds found were two lacera- 
tions in the back of the head and four 
deep gashes in the pressure points, 
indicating blood drain. None of the vic- 
tims suffered any other type of injury. 
The investigation is not going well, and 
police are none too cooperative to nosy 
investigators with wild tales of “mon- 
sters and wizards.” 

Inspector Roland S. Hanson is the 
Scotland Yard detective in charge of the 
“Jack” case. Not in the mood for more 
crackpot insights into the murders, he is 
quite disturbed by the case, as it is 
definitely not the work of the original. In 
order to talk to the inspector, the inves- 
tigators need to roll a successful Fast 
Talk, Law or Persuasion task to avoid 
being shown the door, physically re- 
moved from the scene or even arrested 
as apublic nuisance. If convinced of the 
investigators’ intents, Hanson will pro- 
vide as much aid as he can. 

Local Reaction: The locals in White- 
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chapel are terrified. Citizens are now 
extremely wary of all strangers, so any 
“strange” behavior could warrant a call 
for the bobbies, who are nervously try- 
ing to prevent more murders or even an 
unruly mob intent on dealing out “jus- 
tice.” 

Streetwalkers: Local prostitutes are 
eitherflippantly uncaring, paranoid (trav- 
elling in armed groups) or on temporary 
leave. The numerous brothels are 
searching their patrons for weapons 
and turning over any armed men to the 
police. One of the local “dollymops,” 
Mitzi Robbins, is certain she’s seen 
“Jack,” along with “pagan heath’ns.” A 
young but seasoned veteran, she re- 
ported to the police “a bony-white noble- 
looking devil whi’ a ferrin’ accent” and “a 
strange little lad ‘cumpnin’ a tall, old, 
bearded feller withArab clothes sneakin’ 
about the alleys.” Authorities discount 
such fantasies. The investigators will 
have to interview 3D10 streetwalkers 
before hearing Robbins’ story. The 
“bony-white feller” is actually an inno- 
cent Romanian official taking in the local 
“business,” in case the investigators 
decide to go vampire-hunting. 

McRory Brothers’ Meat Market: 
Another less conspicuous story is that 
the McRory Brothers’ Meat Market in 
Rotherhithe had several whole steer 
carcasses stolen with no sign of forced 
entry. This is the work of Mhae-Yrn’s 
conjured ghasts, who worked their way 
through the city sewers and then into 
the slaughterhouse for collecting blood 
and a light snack. 

YiSooang: Ifthe investigators choose 
to do so, an expedition into the Chinese 
section of the East End (Limehouse) will 
reveal more clues. 

A number of Chinese laborers have 
disappeared, but the authorizes flat out 
ignore these events as unimportant. 
Inquires will generally be directed to an 
elderly shopkeeper, Yi Sooang. He al- 
legedly saw one of the victims being 
attacked by what Sooang describes as 
“the most evil of the Yeti race,” the 
creature being tall, semi-human, with 
“flaming eyes, burning like two lanterns 
in the night.” The thing slipped under- 
neath a sewer grating with a motionless 
body in its clawed hand. If the party 
members take him seriously, Sooang 
will present each investigator with a 
clasp of “magic herbs” and advice that 
the “Yeti” fears the day and will die if 
caught in sunlight. The herbs smell 
pleasant, but are rather useless against 
the ghasts. 


TRACKING DOWN THE PAIR 
As the area was industrialized, the 


network of caves in which Mhae-Yrn 
was interred have been covered over 
with streets, docks and warehouses. 
With successful Persuasion/Fast Talk 
rolls, the investigators will learn that 
local workers have noticed a “rather 
excited young pup of a lad” snooping 
around several sewer openings. 

City engineers have noticed a mysteri- 
ous loss of water at Pump 44, but it is not 
serious enough towarrantrepair. Thewater 
loss comes from the reopened cavern that 
leads to Mhae-Yrn’s chamber. 

Also, workers have noticed that three 
local beggars have seemed to “move 
on.” A resident hobo of the area, 
“Wheezer” Evans, has been trying to 
get the local police to investigate a sewer, 
where he claims, “tree o’ me mates got 
‘et by a demon, sir’d by ole Scratch 
he’sef.” Known for his tall tales, the 
terrified old man is ignored by the police 
as either adrunken hallucinator orjusta 
great storyteller. The demon was actu- 
ally one of Mhae-Yrn's conjured ghasts 
which left the cave entrance searching 
for more victims. The three unlucky 
hobos ended up as dinner. Wheezer will 
latch onto any professional-looking in- 
vestigators who happen through the 
area and plead his story. Belief and 
perhaps alittle nip of alcohol will reward 
the investigators with a wealth of infor- 
mation. 

The old man does not know of the 
exact location of Mhae-Yrn’s cave, but 
he will lead the investigators to where 
he’s seen the ghasts, including the site 
of the attack on his friends. Roll Spot 
Hidden to locate bizarre footprints of 
unknown origin. Three successful Track 
rolls are required by the group to follow 
the prints to an isolated sewer opening. 
Otherwise, the investigators will have to 
search the dark and fog-strewn alleys 
for two to 12 hours before meeting one 
of the ghasts. 

Roll the party’s average LUCK. If the 
roll is successful, the investigators will 
spot a hulking and hideous shape dart 
into a sewer opening. If the party fails 
the roll, a PC or NPC willbe snatched by 
the monster (keeper’s discretion). That 
unlucky person will have to roll a suc- 
cessful Dodge in order to escape the 
ghast’s vicious claws. Otherwise, the 
other investigators will hear a bloodcur- 
dling scream and see a pair of strug- 
gling legs sail forever into the shadows. 


THE WORLD OF WIZARDRY 
Upon discovering the sewerentrance, 
the investigators can either heroically 
enter the underground viaducts or intel- 
ligently return later with maps readily 
Continued on page 77. 
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Continued froim page 74. 
available (with Fast Talk/Persuasion/ 
Credit Rating) from the London Public 
Works Office. The sewers are pitch dark, 
clammy, and filled with malodorous sew- 
age. If the weather is rainy, the flow is 
moderately swift and deep. Since the 
tunnels are big enough, small boats can 
be used for travel. The investigators will 
have to search the entire Isle of Dogs 
sewer system, taking three to 18 hours, 
unless they have the clue about Pump 
44. Inthis case, the trip takes just under 
one hour, the long boat ride taking just 
as long as walking. 

Unfortunately, Mhae-Yrn has several 
ghouls patrolling the sewers for unwary 
interlopers. One to three ghouls will 
attack from their overhead grottoes us- 
ing their inherent Sneak skill to deter- 
mine surprise, if the investigators are 
not inspecting the ceiling. If the investi- 
gators are actively on guard, use their 
average Spot Hidden on the Resis- 
tance Table (ghouls are a passive 16). 

Afterthe investigators reachthe Pump 
44 section, the current pick ups, andthe 
sound of rushing water fills the putrid air. 
Asection of the sewer has broken away 
into a six-foot-high cave entrance, with 
water pouring through. Use either a 
Climb or DEX percentile roll to enter the 
cavern. Wading through knee-deep 
water, the investigators must watch out 
for several holes and side passages 
that end with bottomless waterfalls. 
While travelling in the cave, the party 
will meet up with one or two ghasts, who 
stand guard near the main chamber. 

Just past the guards, the investiga- 
tors enter a lighted cave room adorned 
with new carpets, faded tapestries and 
rugs, rough-hewn shelves filled with 
Druidic scrolls, two large pillows and a 
10-foot-long stone table covered with 
furs. A Critical Success on a Spot Hid- 
den roll will also revealasecret passage 
to the shore of the Thames. In a rear 
room, there will be several large barrels 
of blood (human and animal) and a 
dazed female chained to the wall. Sheis 
a kidnapped scullery maid who was 
spared being sacrificed in order to be- 
come Mhae-Yrn’s mesmerized consort. 
After a week of hospital care, she will 
regain her identity and recover. If the 
fifth night has past, the barrels will have 
beentakento asecret location in Green- 
wich Park, awaiting the summoning. 

Mhae-Yrn is in the chamber 70% of 
the time and will be alerted to the intru- 
sion. If the investigators arrive on the 
fifth day or sooner, the wizard and 
Oswald will attempt to escape with the 
majority of their magic items to set up 
shop elsewhere and wait for the next 
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new moon to attempt the summoning. 
But if the investigators arrive on the day 
of the new moon or overwhelm the 
ghasts in short notice, Mhae-Yrn will be 
forced to combat the intruders with 
spells. If the battle goes badly for him, 
Mhae-Yrn will have Oswald throw sev- 
eral smoke bombs and escape via the 
secret passage, leaving his “appren- 
tice” behind. 

Oswald willbe in a half-crazed, bewil- 
dered state, sobbing maniacally and 
wondering aloud why Merlin has for- 
saken him. A successful Psychoanaly- 
sis or halved Persuasion will induce 
Oswald to reveal that “Merlin will call 
forth the King at midnight at the Center 
of the World.” This pertains to the fact 
that Greenwich Park is at 0 degrees 
longitude. Only Oswald knew this—the 
ancient Druid has no concept of modern 
cartography. If the investigators are just 
as ignorant of the fact, permit them an 
Idea roll. 

Using Library Use skills with Mhae- 
Yrn’s scroll collection will reveal his 
worship of “the Black Goat with a Thou- 
sand Young” (they'll find a drawing of 
such a creature as Old Gaelic is not to 
easy to read) and the plans to summon 
it. 


BAREHOOVED 
IN THE PARK 

If Mhae-Yrn gets to Greenwich Park, 
he will first consecrate his stone altar 
(actually a memorial to George Gra- 
ham, renowned astronomer and inven- 
tor) and then attempt to summon one to 
three Dark Young to assist in calling 
forth Shub-Niggarth (a base chance of 
50%+10-30% per Dark Young sum- 
moned). The surviving ghasts are carry- 
ing four barrels of blood (200 SIZ worth), 
plus two bound and gagged female 
victims (one is English, and the other 
Asian). If not rescued, Oswald will loy- 
ally carry Mhae-Yrn’s magic tomes, 
along with several of his own. 

The best time for the investigators to 
stop the Druid is before he conjures the 
Dark Young or before Shub-Niggarth is 
summoned. The ghasts and any re- 
maining ghouls will circle their master to 
protect him from attack. If the ghouls 
and ghasts are stopped, the Dark Young 
will then join in the fray with spells and 
physical combat. Smart investigators 
will cause diversions and then attack 
with long-range spells or weapons. If 
Mhae Yrn is incapacitated, the ghouls 
will run away; the ghasts will be dumb- 
founded for 10 minutes then run away; 
and the Dark Young will sop up the 
sacrificial blood and go their merry way. 
If Shub-Niggarth is summoned but dis- 


missed by the investigators, the Dark 
Young will vanish with their “mother.” 


ENDING THE ADVENTURE 

If Mhae-Yrn is captured alive in the 
cave and Oswald is rescued unharmed 
(although insane), the investigators will 
get 1D6 SAN and the assorted reward 
monies. If the PCs are forced to kill the 
Druid or Oswald, they only get 1-3 SAN 
and just the reward for the “Ripper.” 

lf Mhae-Yrn gets to Greenwich Park 
before being stopped, the investigators 
will get 1D10 SAN plus 1-6 SAN for 
each defeated monster. However, if the 
Dark Young escape, the poor investiga- 
tors will lose 1-6 SAN for allowing these 
horrors into the unsuspecting country- 
side. 

If Mhae-Yrn is successful in sum- 
moning Shub-Niggarth, the investiga- 
tors willlose 1D10 SAN plus the loss for 
witnessing the awful event. If the inves- 
tigators cannot dismiss the Great Old 
One, London will be trampled under 
hoof, and thousands willdie orgo utterly 
insane, destroying British society and 
possibly the world. 


NPCs 

Oswald Warnford: Oswald is a 25- 
year-old cellist with a nearly obsessive 
interest in the supernatural, notably that 
dealing with Arthurian Britain. He is book- 
ish, with rather wild tendencies punctu- 
ating his duller moments. Somewhat 
elfish in appearance, he has short black 
hair and small reading glasses. He now 
wears old street clothes when on the 
surface and Druid robes below. Although 
not completely insane, he is utterly en- 
thralled with his “master” and oblivious 
to the murder and mayhem going on. 
Oswald seriously believes he has be- 
come Merlin’s sole apprentice and can- 
not be readily cured of this disorder. 

STR: 9, CON: 8, SIZ: 10 DEX: 13, 
APP: 12, POW: 8, INT: 15, EDU: 14, 
SAN: 20, HPs: 9. 

Skills: Art (Cello) 55%, Bargain 30%, 
Credit Rating 45%, Fast Talk 25%, His- 
tory 60%, Library 65%, Occult 50%, 
Gaelic 40%, Latin50%, Persuade 30%, 
Sneak 35%, Spot 50%, Babble Wildly 
80%, Follow Idol 90%. 

Weapon: Enchanted cane. 

Mhae-Yrn: He is an ancient resur- 
rected Druid priest intent on conquering 
the world for his god, Shub-Niggarth. 
Clad in a mix of robes and modern, 
colorful fabrics, he stands seven feet 
tall, with long, grayish-silver hair flowing 
over his pointed facial features. His 
speechis rough English with overwhelm- 
ing Gaelic overtones. He does look the 
part of Merlin. 
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10% Off All Items! 


INTRODUCTORY 
SPECIAL 


STR: 13, CON: 20, SIZ: 17 DEX: 11, 
APP: 10, POW: 22, INT: 17, EDU: 21, 
SAN: 0, HPs: 18. 

Skills: Astronomy 55%, Chemistry 
30%, Climb 50%, Grapple 40%, Hide 
35%, Listen 60%, Medicine 25%, Oc- 
cult 60%, Sneak 45%, Throw 40%, Dag- 
ger 40%. 

Spells:Call Shub-Niggarth, Summon/ 
Bind Dark Young, Summon/Bind Ghast, 
Bless Blade, Command Animal, Create 
Mist of R’lyeh, Death Spell, Dominate, 
Enchant Knife, Enchant Stone, Enthrall 
Victim, Flesh Ward, Implant Fear, Mes- 
merize. 

Weapons: Enchanted cane, two 
blessed daggers, five flash-powdergre- 
nades. 

Ghasts (3): STR: 22, CON: 13, SIZ: 
21 DEX: 12, POW: 10, INT: 3, HPs: 20, 
Damage Bonus=2D6. 

Weapons: Bite: 40%, Dam=1D10; 
Kick: 25%, Dam=1D6+bonus. 

Armor: 3 points of skin. 

Skills: Sneak 70%. Sunlight kills them 
instantly. 

SAN Loss: 0/1D8 

Ghouls (5): STR: 16, CON: 11, SIZ: 
13 DEX: 13, POW: 9, INT: 10, HPs: 12, 
Damage Bonus=1D4. 

Weapons: Claws: 30%, Dam= 
1D6+bonus; Bite:30%, Dam=1D6+dis- 
ease. 

Armor: Projectile weapons do one- 
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half damage. 

Skills: Burrow 75%, Climb 85%, Hide 
60%, Jump 75%, Listen 70%, Sneak 
80%, Spot Hidden 50%. 

SAN Loss: 0/1D6. 

Dark Young (1D4): STR: 44, CON: 
16, SIZ: 42 DEX: 16, POW: 17, INT: 14, 
HPs: 27, Damage Bonus=4D6. 

Weapons: Tentacle 80%, Dam= 
bonus+STR drain; Trample 40%, 
Dam=2D6+bonus. 

Armor: |mpaling weapons do 1 point 
damage; fire, electricity, poisondo none. 

Skills: Sneak 40%, Hide in Woods 
80%. 

Spells: Contact Ghoul, Create Gate, 
Summon/Bind Byhakee, Bait Human, 
Pipes of Madness, Dampen Light. 

SAN Loss: 1D3/1D10. 


NEW 
WEAPONS 

Flash-Powder Grenade: Causes a 
blinding bright light and then a thick gray 
lasting seven to 10 minutes (D6+4). 
Treat as a CON 5 poison on Resistance 
Table for choking. 

Blessed Dagger: Treatit as atypical 
dagger but with an additional 1D6 dam- 
age. 

Enchanted Cane: When used to hit, 
the cane drains 1 POW from the target. 
If touched by anyone but the owner, it 
still drains the point of POW. Q 
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Articles may be no more than 4000 words in length unless previously approved by the managing editor. All articles 
are subject to editing. Unsolicited manuscripts and art become the property of GDW and cannot be returned unless 
accompanied by a large SASE. GDW is not responsible for articles lost in the mail. Never send your only copy of an 
article, diagram or illustration. 

Status: You will normally be notified within 90 days of your article’s acceptance, rejection or need for a rewrite. If you 
have not heard from us within 90 days, you may inquire in writing. Accepted articles are placed in a stockpile to be used 
as needed. Authors are not allowed to submit changes to an article once the article has been accepted, except under 
the most extreme circumstances. Challenge may without penalty release its claim to previously accepted articles. 

Payment: Challenge pays 2¢ per word upon publication (not upon acceptance). You will be paid for the number of 
words published, not the number of words submitted. If a submission is a collaboration, we need to know who gets what 
portion of the payment. Payment is for all rights, unless other arrangements have been negotiated in advance. You will 
notbe notified of which issue your article will appear in, but will receive your payment and a complimentary copy about 
90 days after the issue is released. Do not call to check on the status of your payment until at least 90 days after the 
publication of your article. Payment will not be made unless we have your social security number (foreign contributions 
are not subject to this restriction). 

Format: All manuscripts must be typed, double-spaced, on standard-sized white or off-white paper. Staple each article 
separately. The first page must contain the author's name, address and social security number, as well as the title of the 
article, the game it refers to, the publisher of that game and a word count. Each page must be numbered and contain 
the author’s name. 

Articles use three levels of headings (refer to past issues for examples). The first level is the article title. Next, any 
divisions within the article need section headings, which are all caps on their own line (like Subject Matter, below). Any 
further divisions within a section need subsection headings, which are upper and lower case, followed by a colon and 
text (like Format, above). 

References: Always include clear, precise sketches of maps, diagrams or pieces of equipment for artist reference. 
If you send photocopies for artist reference, always indicate the original source or publication. If your article includes 
tables, send a printout of each table the way it should appear. Always send a copy of yourtechnical design spreadsheets, 
if applicable (especially for Traveller). Also, please include a bibliography of your sources, especially with historical or 
geographical submissions. Mark both technical design sheets and bibliographies “for reference only.” 

Computers: Submissions on disk are encouraged and will expedite the publication process. Send disks in a suitable 
mailer, along with a printed copy. Disks will not be returned unless accompanied by a self-addressed, stamped disk 
mailer. Always keep all printer commands, page numbering and so on out of the text. We are able to take submissions 
only from Apple Macintosh, IBM PC and compatibles. Apple Macintosh files may be saved only as ASCIl text or as MS 
Word files. IBM PC and compatible files must be MS-DOS and must be saved as ASCIl text. 

Modem: Modem/computer bulletin board/electronic submissions are not accepted at this time. 

FAX: FAX submissions must be sent after 6 p.m. CST. FAX submissions of more than 20 pages must have prior 
approval. Disk/hardcopy submissions are preferred (see Computers, above). 


SUBJECT MATTER 

We will consider articles on any science-fiction roleplaying game by any publisher, including Twilight: 2000, Merc: 
2000, Traveller, Dark Conspiracy, Space: 1889, 2300 AD, Shadowrun, Star Trek, Star Wars, BattleTech, High Colonies, 
Call of Cthulhu, Paranoia, Cyberpunk 2.0.2.0. and others. We will not provide coverage for any products produced by 
or licensed to Palladium Books, at the request of Palladium Books. 

Adventure scenarios are preferred. Sourcebook-type articles should be combined with adventure ideas whenever 
possible. Game variants should be playtested in advance by you and be applicable to a broad range of gaming situations. 
Referee’s notes should give hints to the referee on how to increase interest in the game, make his life easier or spark 
his imagination. In general, articles should be consistent with previously published information. 
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Rate each article from 0 to 5. 0 means you did not 
tead the article. 1 indicates great dissatisfaction, and 
5 indicates great satisfaction. 2, 3 and 4 are shades in 
between. To use a separate sheet, list each article 
number, then your rating (be sure to indicate the issue 
number). Send responses to: 


Challenge Feedback 

Managing Editor 

PO Box 1646 

Bloomington, IL 61702-1646 USA. 


012345 Article 
MOOOOMIOC 1. Operation Boomerang (Twilight) 
OOOOOC 2. All That Glitters (Twilight) 
OIOOOCIC 3. Wolf in Sheep’s Clothing 
(MegaTraveller) 


OOOOOO 4. Personal Weapons 
(MegaTraveller) 
CJMICICICICI 5. Outback (MegaTraveller) 
OOOOOO 6. Old Enemies (2300 AD) 
(IOCICICIC 7. what Goes Up (Cyberpunk) 
OOOOOC 8. Changelings (Referee Tips) 
DIOOICICIC) 9. To Rescue a Lady Fair 
(Space: 1889) 
NOOO 10. Nega-Magicians (Shadowrun) 
OOOOMICI0 11. Mall Rats (Dark Conspiracy) 
LJOOCICIC 12. Buried Treasure (Star Wars) 
OOOICIMICIC 13. Soldier Ants (High Colonies) 
CICICICICIC 14. Death on the Docks (Cthulhu) 
OOOO 45. On the Cutting Edge 
(BattleTec ooh 
CLIOCICICIC 46. Traveller News Service 
(JOIMIMICIC 17. Conventions 
OOODDC 18. Reviews 
OOOOOD 19. classitieds 
KIOIMIMIO1D 20. this issue’s cover art 
OOOO 21. This issue's interior art 
OOO CICIC 22. This issue as a whole 


FREE Drawing! 


Send us your feedback, and you will automatically 
be entered in our drawing for a FREE one-year sub- 
scription to Challenge, themagazine of science-fiction 
gaming. 


Name 
Address 
City, State, Zip 


__ Congratulations to Richard Steinberg of Florence, 
AZ, who won a free one-year subscription to Chal- 
lenge for sending in his feedback on issue 63. 





Feedback Results 
for Challenge 63 


Dark Angel (Merc: 2000) .............ssccesssesseeesereeeeseeees 3.3 
Battlesight Zero (Twilight: 2000) ......... ee eeseeeeeeeee 3.5 
Silent Wings (MegaTraveller) ............:esesceseeseereees 3.6 
Affinity (MegaTraveller) ..........:cssssssssccesssesssesseeesseees 3.3 
Enemy of my Enemy (Dark Conspiracy).................. 3.1 
Magical Mystery Tour (Space: 1889) ............ sees 3.0 
Into the Depths (2300 AD) ..............::sesssesessseseeerenes 3.4 
Jacked In (2300 AD) .............:ccsssscccsesccessssrecessssreneene 3.0 
Fair Game (Shadowrun fiction) ..............:sccsscceeseees 3.9 
Tiger (Cyberpunk 2.0.2.0.) ee eeseeeeseeeseeesseeeeeees 3.3 
Computer BBS Gaming ..............ssccseseseesseeesseeeeseeees 3.1 
From the Trenches (Cthulhu) .................cecceeeeeseeeeeees 3.5 
Dooley’s Doughnuts (Star Trek) ............essecsseeeseeeees 3.4 
Shuttle (High Colonies) ............. cc eeesscesseeeseseneeeeseees 3.3 
MTalOMts](Sta@raVVars) essccccoscccessccsoccscescscescctescdenesceesoncs 3.2 
Sword Breaker (Renegade Legion) ...............::.:0 3.0 
OP iMOMeraccrrccencecocacttaceccostacees coctctseosetcesecertsceteencch eases 3.2 
Garton eiecteveticsscsccreccecsuscecstucccescssceccessesecssesetscacscsecs 3.8 
CONVENTIONS Heecceacccsctes ste sosccctntascoesceostecesssateceeseesesces 2.9 
Traveller NewS Service ..........ceseeeesseeeeseeeeseeeeeneeeeees 3.4 
FROVIOWSkerece sees tets=-ceccernevest ca sccsnncsavscessesrannnantrcsaesscocs 3.5 
GlIASSIFIGUS trocr.cecu.ssteccsccrescsestocescescnstesctenestesecesvaness 3.8 
TWISHISSUGS\COVOM Allie. .ccc..c-sncesqsese>ceo--cacccacesoesessoces 3.8 
This issue’s interior art ...........ceeceeeseeeeeeeteeaeeeeeeeeeees 3.6 
This isSue@ AS & WHOLE ......... eee eeseeesseeeeneeeeteeeeeeeeenes 3.7 


We look forward to receiving your feedback for this 
issue. 





GDW Product Distribution 


ee products (including Traveller) are available through distributors 
as follows: 

sAustralia: eben and distributed by Jedko Games, 134 Cochranes 
Rd., Moorabbin, Vic, 3198, Australia. 

fete Fafner Spiele, Ermelundsvej 92D, DK-2820 Gentofte, Den- 
mi 
“Finland: Im and distributed by Fantasiapelit Tudeer KY, P Rastitie 
6 B 22, 01360 Vantaa, Finland. Some titles are translated into Finnish. 
eltaly: Imported and distributed by Books and Games Via Paisiello No. 
4, 20131 Milano, ltaly. Some titles are translated into Italian. 

«Japan: Printed and distributed by PostHobby Co., Ltd. , 5-26-5,5-chome, 
Sendagaya, Shibuya-ku, Tokyo ISI Japan. Titles published are translated 
into Japanese. 

The Netherlands: 999 Games, Rondeel 134, 1082 MH Amsterdam, 
The Netherlands. 

*New Zealand: Imported and distributed by Blackwood Gayle, PO Box 
28358, Auckland, New Zealand. 

*Norway: Grendel Distribution AS, P.O. Box 6729 St. Olavs Plass, 0130 
Oslo 1, Norway. 

«Portugal: York Beleza Frente, Arte E Roda, LDAAV ANT, Augusto De 
Aquiar 13-C, 1000 Lisboa, Portugal. 

*Spain: Imported and distributed by Central DeJocs, C/Numancia 112- 
116 Bajos, Barcelona ssiooe and Jocs & Games, c/. Muntaner, 193, 
Barcelona 08036 Spain. Some titles are translated into Spanish. 

“Sweden: Imported and distributed by et, Box 2003, S-750 
02, Peale Sweden; and by Target Games, Frihamnen S-100 56, 
Stockhol im, Sweden. 

United Kingdom: Imported and distributed by Chris Harvey Games, 
PO Box 38, Bath Street, Walsall, WS1 SBY, UK; Hobby Games Lid., Unit 
$4, Rudford Industrial Estate, Ford Airfield, NR Arundel, WestSussex, BN18 

Germany: Imported and distributed by Fantasy Productions, Luden- 
bergerStr., 14 Postlach: 1416, 4006 Erkrath 1, Germany and Welt der Spiele 
GmbH, Alt Griesheim 72, D-6230 Frankfurt, AM. 80, Germany. Some titles 
are translated into German. Q 
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classifieds 


Gaming-related classified ads are free and 
run for at least one issue, longer as space 
permits. Challenge reserves the right to edit 
orrefuse any ad. Challenge will not be held 
liable for errors occurring in ads. Allads must 
be typed. Send ads to Challenge Classi- 
fieds, Managing Editor, PO Box 1646, 
Bloomington, IL 61702-1646 USA. For dis- 
play ads, write for our free rate card. 


PLAYERS WANTED 


STAR TREK RPG: Are you a northwest 
Indiana Trekker who wants live adventure 
as wellas tabletop thrills? Then beam aboard 
the USS Ainsworth, Indiana’s premier Star 
Trek club. Our ship is a chapter of the 
International Federation of Trekkers. For 
free information and application, send a 
large SASE to the USS Ainsworth, Box 
5292, Lake Station, IN 46405. (66) 


STAR WARS FPG enthusiasts/players 
needed by intermediate GM in the Pitts- 
burgh, PA area. Campaigning, adventuring 
in the Star Wars style. Contact Edgar B. 
Schodde, PO Box 10142, Pittsburgh, PA 
15232-0142 for details. (66) 


LOOKING FOR gamers in southeast Ne- 
braska, southwest lowa, northeast Kansas 
or northwest Missouri. Preferred game sys- 
tem is Shadowrun, although | also enjoy 
GURPS, Vampire and Dark Conspiracy. 
Also looking for playtesters for adventures/ 
sourcebook material for these systems. Ben- 
jamin J. Rogers, RR 1, Box 1, Stella, NE 
68442. (66) 


TORONTO TWILIGHT COMMUNICA- 
TIONS BBS. Specializing in RPGs on-line 
as well as networked. RPG message bases. 
BBS # (416) 733-9012. Free new user ac- 
cess. (66) 


PLAYERS INTERESTED in a Cyberpunk 
corporations PBM please write to Ross 
Mackenzie, 3 Dunlin Close, Sandpipers 
Estate, Kingswinford, West Midlands, United 
Kingdom DY6 8XP. Some knowledge of 
Cyberpunk 2.0.2.0. is helpful but not essen- 
tial. (66) 


NEED PLAYERSin Michiganin the Macomb 
County, Rome or Washington area. For 
Shadowrun, Cyberpunk, Rifts, AD&D, Star 
Wars, Cthulhu, Floating Vagabond, Car 
Wars, Vampire, and many others. Contact 
Steve Matovski, 39504 Della Rosa, Sterling 
Heights, MI 48313. (65) 


ATTENTION GMs in NE Ohio/western Penn- 
sylvania area. New gaming society is look- 
ing for experienced game masters for Call of 
Cthulhu, Chill, MegaTraveller, AD&D, 
RuneQuestandothers. Write to Bruce Jones, 
1236 Robbins Ave., #2, Niles, OH 44446. 
(65) 


GAMERS WANTED in Maryland. Players of 
Cyberpunk 2.0.2.0., Shadowrun, Star Fleet 
Battles and other games please contact MD 
Gamers, 9984 Guilford Road, Suite 102, 
Columbia, MD 20794-3931. And ask about 
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our upcoming BBS! (65) 


PLAYERS WANTED! The Borderlands of 
Khataj is an open-ended, high-complexity, 
GM-done FRP PBM game.Character races 
include half-dwarves, half-ogres, deep 
gnomes and more than 20 others. Extended 
turns for US players. Contact Mailed Gaunt- 
lets, 189 FirstAve., Toronto, Ontario, Canada 
M4M 1X3. (65) 


THE CITY OF BRADFORD PRoleplayers 
Guild is aclub for all ages. If you have never 
roleplayed before, have become bored with 
boardgames, or would like to contact other 
roleplayers, then get in touch. Contact The 
City of Bradford Roleplayers Guild, c/o The 
Guildmaster of Administration, 54 Blackshaw 
Drive, Buttershaw, Bradford, West York- 
shire, England BD6 2AY. (65) 


LOOKING FOR players/GMs for Twilight: 
2000 or Dark Conspiracy in Pinellas County, 
FL or Baltimore area (moving this fall). Con- 
tact Steve Enzor, 506 13th Ave. NW, Largo, 
FL 34640. (64) 


ARMORCLADS is an exciting sci-fi arena 
combat PBM game. You control your stable 
of warriors as they battle other warriors in 
huge, humanoid-shaped tanks. Once you 
step into the arena, there is only one law— 
do or die! For free information, write to DVS 
Productions, 45 Mountain Ave., Fairfield, 
ME 04937. (64) 


PEN PALS wanted for lonely inmate/gamer. 
| need some interesting reading. All wel- 
come. All answered. Send stamp. Eddie 
Stahl, #21101, PO Box 19100, Jean, WV 
89026. (64) 


LOOKING TO JOIN players of board war- 
games and Twilight: 2000 or 2300 AD RPG 
in the Suffolk/Nassau Cty areas of Long 
Island. J. Broder, 41 Hunting Hills Drive, Dix 
Hills, NY 11746. (64) 


SHADOWRUN players wanted in Houston 
area. Anyone interested please contactAus- 
tin Govella, 10015 Cane Creek, Houston, 
TX 77070. (63) 


NEED PLAYERS of Dark Conspiracy, Cy- 
berpunk or any Palladium game (Rifts is 
okay but hard to run). Have experienced 
game master. Write to Nick Christenson, 
2191 Spinning Sheel, Cincinnati, OH 45244. 
(61) 


CAR-PGa Inc., a nonprofit organization, is 
looking for dedicated gamers who want to 
advance the hobby through positive public 
awareness and defense from censorship. 
To join or to receive free informative litera- 
ture, write to CAR-PGa, 111E. 5th., Bonham, 
TX 75418. Please enclose 52¢ postage. 
(61) 


PLAYERS WANTED for a Living Steel play- 
by-mail game. Swords andAlpha team mem- 
bers are needed to secure a base of power 
on the planet Rhand. For more information, 
please send a SASE to David Peters, 5422 
Pine Glen Road, La Crescenta, CA 91214. 
(60) 


FOR SALE 


JTAS 6, 7, 8, 9, 10, 11 (very good condition), 
plus FASA Adventure-Class Starships Vol. 
I-11 (mint). Best offer. Contact John Kovalic, 
4679 Goodland Park Road, Madison, WI 
53711. (66) 


WARGAMES and supplements from the 
‘70s and ‘80s. Many out-of-print titles from 
Metagaming, SPI, TSR and Yaquinto. Molst 
in perfect or good condition. Send SASE for 
list to Gary Kalin, 1026 Timberfield Drive, 
Ballwin, MO 63021. (66) 


TRAVELLER, Runequest, Rolemaster, 
Spacemaster, Shadowrun and GURPS 
books and games for sale. Most in good 
condition. Send SASE to Kevin Knight, 6520 
US Highway 60 East, Henderson, KY 42420. 
(66) 


ITEMS FOR 8BattleTech (Compendium, 
Technical Readout 3025, Mechwarrior 1st 
ed.) and Dark Conspiracy (rulebook, PC 
Booster Kit). Also Middle-Earth boxed set. 
Contact Steve Matovski, 39504 Della Rosa, 
Sterling Heights, MI 48313. (65) 


USED FPGs for sale or trade. Contact Eric 
Nelson, 2401 W. Broadway #1107, Colum- 
bia, MO 65203. (62) 


VINTAGE TRAVELLERITEMS, wide maga- 
zine selection: Space Gamer, S&T, F&M. 
Diverse mint game collection must go: civil 
war, roleplaying, science fiction, AD&D, 
WWII-IIl. Priced to sell. For list, write to 
Andrew Pierce, 7825 SW 57th Ave., Apt. C, 
Miami, FL 33143. (61) 


MARTIAN METALS 15mm miniatures for 
Traveller, all in original blister packets. 
K’kree, Zhodani, Sword Worlds, Darrian, 
Citizens, Patrons, Striker Force, Air/Raft, 
etc. For list, send SASE to Paul Sanders, 
612 S. Patton Ct., Denver, CO 80219. (61) 


TRADE 


TRAVELLER information exchange. | wish 
to trade photocopies of out-of-print Travel- 
ler books, supplements, adventures, 
fanzines, articles, etc. Please send a list to 
Larry Davis, H-8 Casa Grande Dr., Liverpool, 
NY 13090. (61) 


WANTED 


JTAS 4 and DGP's Referee’s Kit. Contact 
John Kovalic, 4679 Goodland Park Road, 
Madison, WI 53711. (66) 


TWILIGHT: 2000 1st edition products: Go- 
ing Home, Pirates of the Vistula, Ruins of 
Warsaw, Black Madonna, RDF Source- 
book, Armies of the Night. Contact Dexter 
Davis, 924 East 48th St., Brooklyn, NY 11203. 
(66) 


GAME SCIENCE rules of The Petal Throne, 
any rules supplements and miniatures. 
Please send list with price and condition to 
David Peters, 5422 PineGlen Road, La 
Crescenta, CA 91214. (65) 


BETA/VHS copy of 1979 Star Wars Christ- 
mas Special. Contact Gotham Highlanders, 
120 Gorrion Ave., Ventura, CA 93004. (65) 


CHALLENGE 36, 37, 40, 45, 46, 48, 57. | 
would prefer originals, but photocopies will 
do. Also, any Striker 15mm miniatures. Any 
reasonable price. Send details to Joe Boeke, 
2520 Camino del Sol, Fullerton, CA 92633- 
48285. (65) 


25MM TRAVELLER miniatures from Grena- 
dier. Prefer unpainted, but will consider 
painted if in good condition. Will trade dupli- 
cates of other Traveller miniatures or old 
Traveller material, or will pay cash. | am 
expecially interested in the following num- 
bers (found on the bases): T-2, T-6, T-7, T- 
10, T-12, T-15, T-27, T-29 through T-35, T- 
40, T-41 and (if they exist) T-47+. Also, the 
boxed set of about 12 figures. Contact David 
Pildner, 3984 Massillon Road, Apt. D, 
Uniontown, OH 44685. (65) 


CALL OF CTHULHU magazine articles for 
bibliography | am writing. Have all Chal- 
lenge, Different Worlds, White Dwarf and 
White Wolf articles. Mainly need fanzine, 
nengaming and foreign magazine appear- 
ances. Information needed: magazine name, 
issue, article name, author(s), type of article 
(scenario, rules, spells/books, essay on 
Lovecraft...), plus any pertinent notes. Will- 
ing to trade copies of articles. Anyone help- 
ing will be listed on credits if article published 
and sent copy of bibliography. Brent 
Heustess, 4305 Duval St #107, Austin, TX 
78751. (64) ; 


LOOKING TO PURCHASE Twilight: 2000 
modules Armies of the Night and RDF 
Sourcebook. Will pay reasonable amount 
over cover price and shipping. J. Broder, 41 
Hunting Hills Drive, Dix Hills, NY 11746. (64) 


HELP! I'm a struggling RPG gamer and 
novice GM who is incarcerated in the Ari- 
zona prison system with no funds. Would 
any fellow RPG gamers be willing to help by 
donating AD&D (2nd edition), 2300 AD, 
MegaTraveller, Space: 1889, BattleTech, 
Shadowrun, Marvel Super-Heroes game- 
books, novels or magazines, or any Chal- 
lenge, Dragon, Dungeon, White Dwarf or 
Polyhedron magazines? Photocopies would 
be greatly appreciated. Please send what- 
ever you can to Richard Steinberg, #69458, 
Arizona State Prison, Florence/smu, PO Box 
4000, Florence, AZ 85232. (64) 


MORROW PROJECT and AfterMath mate- 
rial/ideas. Contact A. W., PO Box 69, New 
Almaden, CA 95042-0069. (64) 


DRAGONTOOTH, Archive, Heritage minia- 
tures. Will pay reasonable prices for fantasy, 
sci-fi/historical miniatures. Also interested in 
old Martian Metals 15mm Traveller figures. 
Mitchell White, 1418 Basilan Lane, Nassau 
Bay, TX 77058. (64) 


HELP! While | was away, all my original 
Traveller was stolen. | desperately need 
photocopies of everything by GDW and Di- 
gest Group but Book 4, 76 Patrons, Grand 
Survey and Grand Census. Anything read- 
able okay. Will pay expenses, if necessary, 
but outright altruism also appreciated. Also 
would like copies of all Traveller News Ser- 
vice bits except those in Journal 26-28 and 
Challenge 54+. Send to John R. Barton, c/ 
o Katrina Reef, 900 S. Baker St., Unit 2220, 
Linfield College, McMinnville, OR 97128. 
(63) 


LOOKING FOR the BattleTech novels 
Mercenary's Star and The Sword and the 
Stars, published by FASA. Will pay any 
reasonable price for a complete copy of 
either. Michael Gray, 1909 Winterset Park- 
way, Marietta, GA 30067. (63) 


SHADOWRUNNERS orcyberpunks wanted 
to send ideas on new cyberwear, weapons, 
spells, vehicles and other gear. Particularly 
wanted are programs and gear specifically 
for the decker or netrunner character class, 
plus scenario ideas for the Houston and 
Texas locales. Will trade ideas. Send ideas 
to Austin Govella, 10015 Cane Creek, Hous- 
ton, TX 77070. (63) 


SUPERIOR STARSHIP MODELS, Any 
types, painted or unpainted. Also looking for 
Superior catalog with photos/drawings of 
the starships they produced. Jed Docherty, 
400 Grant Ave., Highland Park, NJ 08904. 
(62) 


A COPY OF FGU's Bunnies and Burrows 
and/or a boardgame titled Christians and 
Lions. Willing to buy or trade for this mate- 
rial. Eric Nelson, 2401 W. Broadway #1107, 
Columbia, MO 652038. (62) 


STILL SEEKING Security Leak and Third 
Imperium fanzines. Originals or photocopies. 
Willing to pay all copy and postage costs, or 
trade for other materials. Contact Richard 
Artis, 151 G. Meadow Place, Hope, IN 47246- 
9441. (61) 


RAIDERS OF THE LOST ARK RPGand all 
adventures. Willing to pay reasonable price. 
Contact Patrick Morgan, 3905 Northern 
Lights Drive, Pocatello, ID 83201-5934. (61) 


ANY PROFESSIONAL or personal work, 
article, background, etc. dealing with Star 
Trek's Vulcans or any similar pacifistlogical/ 
scientifically advanced race in any science- 
fiction RPG (Transhumans, etc.) Please write 
to Jean-Francois Virey, 17 rue St. Andre, 
59800 Lille, France. (61) 


ANY AND ALL FGU Space Opera supple- 
ments/modules, including the following star 
sector atlas/sourcebooks: The Galactic Peo- 
ples Republic, The Hiss, The Sikozant Belt. 
| will buy or pay for photocopies. Contact M. 
Yount, PO Box 1744, Corbin, KY 40701. 
(61) 


LASERBURN tules, scenarios, miniatures. 
Send any information to Paul Sanders, 612 
S. Patton Ct., Denver, CO 80219. (61) 


FANZINES 


ALLIANCEADDRESS: The only known Star 
Wars roleplaying ‘zine in the galazy needs 
subscribers and contributors. We are open 
for submissions and ideas. Send a large 
SASE for information to Universe Publica- 
tions, PO Box 10142, Pittsburgh, PA 15232- 
0142. (66) 


APARTnewsletter is free and covers a wide 
range of games and topics, with computer 
game reviews, plus RPG articles and sce- 
narios. Send your name and address for a 
free copy. We are also looking for submis- 
sions from authors and artists (unpaid). Write 
to David P. Kufner, PO Box 373, Barpt, HI 
96862-373. (66) 


AMBERZINE is now published by Phage 
Press, PO Box 519, Detroit, Ml 48231-0519. 
(64) 


HORROR GAMING APAZINE seeks par- 
ticipants. Focus willbe on Dark Conspiracy, 
Call of Cthulhu, Vampire and Chill. Fiction 
and other games accepted. For more infor- 
mation, please write to Dan Snuffin, TESC 
Building D, Room 114D, Olympia, WA98505. 
(63) 


THE JOURNAL OF THE BRITANNIC 
TECHNLOGICAL SOCIETY, a newsletter 
dedicated to the Space: 1889 RPG, is seek- 
ing art and article submissions relating to 
Victorian SF adventure. For submission 
guidelines, please send a SASE to The 
Journal of the Britannic Technological Soci- 
ety, clo Dragonshead Gaming Concepts 
Ltd.,21W127 Tee Lane #3, Itasca, IL 60143. 
(63) 


MELBOURNE TIMES: Newsletter of the 
Earth Colonies Development League pro- 
vides background material for completely 
new, non-Imperium campaign setting. Fea- 
tures include news service, world briefs, 
character sketches, sophont descriptions, 
corporate portfolios, political analysis, cul- 
tural events and more. Subscribers and 
contributors send SASE to Melbourne Times, 
c/o David Johnson, 2800 NASA Road One 
#514, Seabrook, TX 77586. Overseas in- 
clude three IRCs. (62) 


MOTIVE: An Amateur Press Alliance (APA) 
which covers all aspects of the RPG hobby, 
is looking for new members. Members con- 
tribute to and receive a 200-page (+/-), 
bimonthly APA. RPGs most often covered 
are MERP, HERO System, Twilight: 2000, 
CoC, Shadowrun and BattleTech. Please 
write to Wayne Peacock, 190 Reed St. 
Athens, GA 30605. (60) 


THE SWORD & BLASTER: A new publica- 
tion detailing games and groups in the At- 
lanta, GA, area, is now available. The pub- 
lication covers all aspects of roleplaying and 
boardgames, including reviews, poetry, 
game schedules, group contacts and much 
more. For information, contact Jeff Leggett, 
2102-B Wexford Dr., Norcross, GA 30071. 
(60) 
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Don’t miss Challenge 68, available 
in January. 


Merc: 2000 


Poppies 
Lots of people say how nice it would be 
if the terrorists and the criminals would just 
kill each other. Well, itjust doesn’t work like 
that. Because sometimes they're in league 
with each other. Trust me. | know. By An- 
drew Borelli 


Rolf MacKenzie 
An NPC patron for Mere: 2000. By 
Robert James Christensen 


MEGATRAVELLER 
Lightning Never Strikes Twice 
Ona trouble-shooting mission for the 

Antarean intelligence network Trasilon, 
the PCs are about to learn that there is 
more going on than meets the eye. By 
James Maliszewski 


Mercenary Supermart 
Ever worry you'll get yourselfin ajam 
your old trusty gauss rifle can’t get you 
out of? Mercenary Supermart 
stocks maximum 
fire- 
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power at minimum prices! Check out 
these bargains! By Michael Brines 


For the Union Blue 
Rebuilding political entities is difficult 
inthe resource-poor environment of the 
Hard Times era. And difficult struggles 
make for both lucrative and dangerous 
adventures. By Charles E. Gannon 


Dark CONspPIRACY 
Window of the Mind 
The physics the old doctor had 
worked out required the existence of 
dimensions adjacent to our own and 
accessible to it. lt was up to my research 
team to test his claim empirically, using 
what our detractors called a mix of su- 
per science and witchcraft. By Michael 
C. LaBossiere 


2300 AD 


Bugout 

Whereverthere is war, there will be refu- 
gees—even in AD 2300. Indeed, the 
swiftness of ad- 
vanced assault 
morethan matches 
the speed oftrans- 
port to take non- 
combatants 
away from the 
death and de- 
struction. By 
Craig Sheeley 


























SHADOW- 
RUN 
Zoned 
Out 
Jasper 
looked 
over at 
t he 
young 
Elven 


™ i 
Cele 9 Hells girl 


Nelo 


strapped to 
the cot. She groaned and 
weakly struggled to regain consciousness. 
The prison drug in her system was work- 
ing—that should keep her harmless for 






awhile. By Christopher E. Wolf 


New Shamanic Totems 
The shaman is an intrinsic part of any 
shadowrun. Introduced here are four of the 
more colorful, and neglected, shamanic enti- 
ties from the west coast. By Andrew J Lucas 


CYBERPUNK 
Collins Third 
Street-Slang Dictionary 
Attention street-brothers, we've got The 
Brother on a Trash Run backed up by a 
Valkyrie packing Shredders and Quakers. 
You understand me? By David Perry 


STAR WARS 
Parts is Parts 
Hauling a ravenous wildebeest, pla- 
cating a menacing loan shark, and 
breaking into the black market get the 
PCs deeper and deeper into trouble in 
this adventure. By Wallace D. Greer 


HIGH COLONIES 
Kleptomania 
A wealthy trader has a commission 
of some delicacy that he wishes the PCs 
to undertake for him. By Andy Slack 


CHILL 
Operation: 9 Hells 
The PCs find themselves playing with 
fire when they conduct experiments involv- 
ing ancient rites and quasi-alchemical for- 
mulas. By Greg Unger 


Space: 1889 


Science Marches On 
New inventions for Space: 1889. By 
James L. Cambias 


Exogamous Mating 
AEuropean has been kidnapped by Hill 
Martians—and the British Legation has a 
ransom note to prove it. By Andy Slack 


How To 
Anime 
Japanese animation, or anime (pro- 
nounced ah-nee-may), is an excellent 
resource for the SFRPG referee, pro- 
viding a bountiful source of inspiration 
for adventure ideas. By Darold Higa 


BATTLETECH 
Fire on the Mountain 
lvan’s Marauders are on a non- 
sanctioned raiding mission! By Vincent 
J. Tognarelli 


AnD More! 


Plus Traveller News Service, Opinion, 
Conventions, Classifieds and much more! 





. IL 61702-1646 (309) 452-3632 
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